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You're at the foot of 
one of the world's highest 
mountains. And you're 
not snapping pictures. 
Because this Js the FINAL 
ASSAULT The only 
mountain climbing game in 
the Alps or anywhere else. • 

IF YOU'RE AFRAID or 

HEieNTS, FORGET n; 

You'll experience the . 
terror and elation of one" 
of die most grueling sports 
ever And you'll be testeflp 
every step of the laray,^ 



ONE 

MISTAKE 

AND ITS 

THE BIG 

RANCAKE 



•0 1988Epyx;rnc. 

Co mmodnrc 64/128, .(|.-. 

Amiga . Apple UG S. , ^^f 

Atari ST, IB 

compatihtes.' 

Screens frdns'^ 

Atari ST. ' -VfiK-i-j 
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Did you pick the right 
course? (There are six 
treacherous possibilitiK.) 

What about supplies? 
Ifyourunoutofsoup, 
you'll be stuck with snow 
sandwiches. 




Forget your spikes or 
,/ice picks? You could end 
"up a permanent part of 
the scenery. 
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Ibmak^the 
stakes eveti 
higher, play with 
anEPYXhigh 
performance 
joystick. 



If you have nerves of 

steel, even when you're 

dangling 40 feet off a cliff, 

you might just be one of 

the lucky few to plant 

your flag at the peak. 
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How To Fill 



Your Days 



.'^ With FAivmsY. 



iNFORMATrON. 



Excitement, 
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BLOW YOUR MIND FOR ONLY $9.97 



WHAT A WAY TO GO, 1 28 ! 

LOADSTAR 128 is a totally 
new quarterly software 
collection designed specifically 
fortheCommodore' 128bytlie 
editors of LOAI>STAR, the 
best-selling monOily disk for 
the Commodore 64. Eveiy 
three month you will receive a 
new 5 V't" disk filled with new 
12&only programs not found in 
our monthly IX)ADSTAR 
collection. 

USE THE FULL 
POWER OF YOUR 128 

LOADSTAR 128 issue #1 
contains eight great prcgrams 
for your C-128, taking 
advantage of the 128 features 
like the SO-cokunn format, 
larger memoiy and a 
more powerful BASIC, 



CONTENTS OF ISSUE #1 



CHAHT 12a-Ui,ai){ii iinifi-ssicjnal 
loflkinjj charts. 

CARBUYER'S SCRATCHPAD- 

Make i\\v ln»Ht do]]] i\\\ your new CHr. 

TREASURE THOVE-Uniijueciirtl 

WIZARD WlND.I!!i[[l,. Wi2jmlK ,m 
t}iL'y trv l<i blow yuii nway, 

BOKlS-IHa.y chirrs s on nine levels. 

QUESTOR-A ijreat graphic 
iidvendirc game. 

POTPOURRI.Test jnui- knowlrfR,. 
jind trivin |Q. 

80-COLUMN MONOCHROMK 

CAHLK-HiJtld your own rjititr, 



JCH More. 



Every Month. 



THE BEST SOFTWARE 
VALUE FOR THE1 28 

LOADSTAR 128 is deliv- 
ered direct to you four 
times each year for only 
$39.95. That's only $9.97 an 
issue. So order today with 
the coupon below or call 
1 -800-83 l-2(i»4. 
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Advanced 
Dungeons^^teigoiis 

COMPUTER PRODUCTS 




Role-Playing Action 



utility 



Pool of Radimike fulfills a!) your gaming 
fantasies. Tlie legendaiy ADVAflCED 
DUriQEOMS & D[U\QOnS* role-playing 
system springs to life on your computcrl 
Embark on dangerous quests in the magi- 
cal rORQOTTEn REALMS" game world — 
made incredibly real by advanced com- 
puter animation and combat tliat adheres 
sMctly to AD&D» game standards. Prepare 

yourself for 
the ultimate 
fantasy role- 
playing 
experiencel 
ran 

APPLE 
C-64/128 




Hesoes of the L,4ffCE gives you non-stop 
excitement and fully animated action on 
tiie mystical DRAQOnLAMCE® game world. 
Qutde eight Companions, each with differ- 
ent skills, deep Into the treacherous ruins 
of the tempie Xak Tsaroth. They will need 
all of your skills to help them survive the 
attacks of giant spiders, demons, dragons 
and countless other ten-ors. Retrieve the 

precious 
Dislts of 
Mishakal if 
you can! 

ran 

c-64/128 
AHKiA 
ATARI ST 



ADW1CE0 DUnOCOMS « WAQOtiS. AD«D, roRQOTTm RlWJtS 
aiK] DfiAQOriLAMCt are traijanariu owned by and used undej Ifcovs* 
(iDiTiTKl. Inc. 
51088 TSR. Inc. 61988 Stottgic amulaUons, Inc. Ni rights reserved. 




DUIHGEOIH MASTERS ASSISTAm'. 

VoLiME Is EncomTERS is a utility program 
designed to help Dungeon Masters gener- 
ate encounters for AD&D^'' campaigis. 
It provides more than 1000 encounters, 
and over 1300 monsters and characters, 
including all of the monsters found in 
AD&D® Monster mnuals I * II. DMs can 
modify the existing data and add original 

monsters 
and encoun- 
ters to the 
database. 



ran 

APPLE 
C-64/128 




I 



How To Order; Visit your retailer or cali l-6Q0-2*S-4525. 
To receive SSI's complete product catalog, please send 
$1.00 toi Strate^c Simulations, Inc., 1046 n, Rengstorff 
Avenue. Mountain View, CA 94043, 
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Desktop publishing programs for the Amiga have come a long way 
in the past year. New and updated programs have been released 
for every publishing need (and budget). Here's a survey of what 
you can do with what's available and how much it will cost. 
by Gary V, Fields 

ACTfONWARE TAKES AIM AT THE AMIGA GAME 
MARKET 74 

Actionware has released a series of Amiga titles (Commodore 54 
versions to come) to be used with the Actionware Light Gun. 
Actionware's light gun gives new meaning to the "shoot-'em-up 
arcade game." 
by Russ Ceccola 



COVER STORY 

ROUNDBALL SOFTWARE: EA STYLE 66 

Electronic Arts' best selling program of all timefDr. J and Larry 
Bird Go One-on-One) has spawned a follow-up match; Vordon vs. 
Bird. We talked to the programs' designers to find out how they 
turn basketball superstars into software superstars, and to Michael 
Jordon about his future on and off the court. 
by John Jermaine 



COVER PHOTO: Photographs of Michael Jordon and Larry Bird 

are courtesy of Electronic Arts. 
Software: Vortfon vs. Bird: One on One by Electronic Arts 
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To the Editor 

Despite the fact that Graham Kinsey 
called me "author unknown" ("Amiga 
Public Domain," October 1988), I am 
actually the author of the Wheelchair 
Simulator program on Fish disk 139. 

Over the past two years we have been 
working on this wheelchair simulation 
program in conjunction with therapists at 
the local Children's Hospital, We hope to 
get a new version including sound by Jan- 
uary 1989. The program is interesting, as 
it is an attempt at doing real-time 3D 
animation. 
Youm sincerely, 
Dr. MM. Smith, Pmfeiisor 
The University of Calvary 
Calgary, Alberta 
Canada 

Editor's Response: 

Thank you for hrinf^ing us up to date. 
We regret that we ivere itnabk to identify 
you as auilmr of this innomtive PD pm- 
gmm that allows handimpped children to 
practice control of a motorized wheelchair. 
Please keep us informed of further develop- 
ments. 

To the Editor: 

I have been faced with a problem I be- 
lieve many other Commodore 64/128 own- 
ers have also encountered. My 1541 disk 
drive has served me well these past three 
years, but head alignment problems have 
finally taken their toll, 1 just spent $35 on 
alignment repairs, but it seems my drive 
is beyond help. Before 1 purchase a new 
drive, do you have any helpful tips on pre- 
venting head misalignment problems for 
as long as possible? Is head re-alignment 
eventually going to be necessary regard- 
less of what I do with my drive? 

Technical Editor's Kespomie: 

A majority ofl54Vs operate indefmUely 
with heavy use without the need for align- 
ment (mine's a real trooper). To reduce 
"head hump" on the 1541, type the follow- 
ing in direct mode: 



OPEN 15^,15 

PRINTS 15, "M-W"CHR$(m)CHR$ 

(0)Cim$(l)CHR$(129) 

CL0SE15 

This will reduce "head bump" for most 
purposes, although it wilt not work with 
some types of software protection. If you 
have some unprotected disks that seem to 
bump excessively, transfer the files to an- 
other disk. Always use quality dbks. Poor 
qualify disks can make the drive hse sync 
information and caiLse unnecessary bump- 
ing. Insert dkks with care to ijisurc the 
hubs are seated properly. And rememl)er, if 
you move your drive anywhere beyond 
your desk, place the cardboard head pro- 
tector or a blank disk in the drive. 



To the Editor: 

I just wanted to let your readers know, if 
you're planning on upgrading to the 
Amiga, DO NOT plan on storing your 
Commodore 64 equipment away some- 
where, 

I bought a 64 about five years ago. Dur- 
ing this time Fve spent thousands of hours 
working and playing on my 64, This is 
truly a great machine. The only attention 
my 64 ever needed was a replacement 
power supply. 

I have to honestly say 1 use my 64 as 
much as my new itaiiga. Oh, Tm proud of 
the Amiga, don't get me wrong. But the 
64, in its sixth year, unchanged mechani- 
cally, is still my favorite when it comes to 
home computers. When I had my new 
desk built, I had it made big enough to ac- 
t commodate my 64 arid the Amiga {they 
I both run off a 1084 monitor). Remember, 
planyour space to accommodate your 64 
equipment. You'll be glad you did! 
Sincerely, 
Steve Franklin 
Bossier City, LA 
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FAST DELIVERY, FREE GAMES 

Cr commodore., QHd LOWER PRICES 

OMLV FROM tcp & C= Commodore' 
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he Complete 
ISM® Compatible Machine 
For The Whole Family! 



$699 



Cr ConHnodore* 

64C 



w/o optional Commodore 1034 
Color Monitor ,,!!j11U|^ 



I 640K RAM/Dual Floppy Drivos 
I Dual Speed - 4.77 & 8MHz 
I Parallel, Serial & Mouse Ports 



1 Built-in Monochrome/Color 
Video Card 
I Includes MS-DOS 3.2 



With Commodore 1084 Color Monitor $995 

With Samsung Color Monitor $899 

With Hi-Resolution Monochrome Monitor $769 




$149. 



95 



f/k. 

V Commodore «* 

|1'28D 




"§?&" wrf541 IFDisI^ Drive $309 

64C w/1541 Drive 418020 Monitor ...$519 



128K Memory 
Buiit-ln 1571 
Disk Drive 
Detach abte Keyboard 



128D w/Commodore 1084 Color Monitor ,....$719 
,1128D w/Magnavox 8762 Color Monitor .„...,$679 



C' Commod6% 

1084 COLOR 
MONITOR 

■ 640 x 400 Resoluiian 

■ 4 Operating Modes 




FREE COMMODORE GAMES 
WITH AN Y PURCHASE! 




Jl'Sse Following Pages For Detatla 



MAGNAVOX 8762 ■ 640 X 240 Resottition 

■ 3 Modes ■ 1 Yr Warranty $249 

MAGNAVOX 8702 ■ 350 x 330 Resolution 

■ Tilt Stand ■ 1 Yr Warranty $179 

COMMODORE iaJ2C Color Monitor $199 



C^ Commodore" 

1351 MOUSE . 

: Mouse & Joystick |^ J|^- 

Operation <t»o*^ Q^^ 

, GEOS Compatible J|>oy» 



C^ Commodore • 1 670 Cr Commodore • 1 764 

MODEM _ ,^ 256KRAM -X^. 

1200 BAUD ^===-:s EXPANSION ' "~" 

DIRECT, k t^tt-»f\ 

CONNECT^ .. s-..^ §119 




r Commodore* 

"DISK DRIVE 

189 




Cf Commodore < 

1541II 

5i/4- DISK drive;'." " 

$175 ^^ 

..Jii: 

SEE FOLLOWING PAGES FOR ORDERING INFORMATION 








TUSSEY COMPUTER PRODUCTS 



1 '800'4GB'9044 
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Educational Software too! 




ALL GAMES STOCKED 
FOR QUICK SHIP! 



ACCESS 

Echelon S25,9S 

Loadai Board $2?.95 

ACCOLADE 

Apollo 18 517.95 

Comics $19.95 

4th S inches $18.95 

Hard Ball $9,95 

Minipirtt $1 8.95 

Test DiivB ,. $ 1 a.9S 

ACTIONSOFr 

Thyndar Chopper $ 1 8.9S 

UpPariscops .,$17.95 



lACTIVISION 




WrRail/ „ - $19.95 

Allans S9.95 

Gamamokar Package 

wUh all Ubrarles $39.95 

La5t Ninia S19 95 

Maniac Mansion $21.95 

Music Slydio $19 95 

Shanghai $18.95 

AVALON HILL 

NBA $24,95 

BRODERBUND 

CauldroTi $9.95 

Karalaka S9.95 

Loda Rgnnar ..h,..^,....,hm....h.S9-95 
S u pa rtiik B Challenge ........$12.35 

Toy Shop $1 9.95 

UNimaV NEW! $34.95 

CINEMAWARE 

Defender of Iha Grown .....521 .95 

,SOt Sai .95 

The Three Stooges $21 S5 

COSMI 

Del Con 5 $17.95 

DATA EAST 

Commando $13.95 

Karate Champ $9.95 

KidNiki $1895 

Platoon $18,95 

Speed Buggy $18 95 




Hunt For Red October ..$25.95 

Alt RealityiOungeon $25.95 

Video Title Shop $19.95 

DIGITAL SOLUTIONS 

Pockel Writer 2 $32.95 

Pocket Filer 2 S19.95 

Pockel Planner 2 $34.95 

Digital Superpak 2 $57.95 

Pocket Writer Dictionary ..$11.95 



t£& 




ELECTRONIC ARTS' 



Dragon's Lair $19.95 

Marble MadnathS $1 9.95 

Mars Sana „..NEW$24.9S 

Master fjlnja $19.95 

MoeWue S27.9S 

Modem Wars NEW $24.95 

PlnbaU Construction $9.95 




jDltfanvseird.NEW$193S 

Bard's Tale $24.95 

Bard's Tale II $24.95 

Bard's Tale III NEWS24.95 

Chessm aster 2800 $24.95 

Demon StaDuts $19.95 

Deathlotd.... NEW $19.95 

Doutila Dragon ..NEW $24.95 



SmplM „...;. NEW $».95 

Skate or Die $19.95 

Sky Fox II „ $19.95 

Slrika Flael $19.95 

Work) Touf GoB , $19.95 

YBogrAFT $22.95 

Waileland NEW $24.95 




Ctv«nMn Ughlimvlcii.SIO'BS 



t19.95 




Championship Football ....$21.95 

GBA BaskatbaU 2 on 2 $1 1 95 

Top Fuel Eliminator ....$17.95 

INFOCOM 

Beyond Zotk S2B.95 

Hilchhiker'sGuido S14,9S 



Impossible Mission S....SI3.95 

KEW! 200 XJ Joystick $11.95 

500 XJ Joystick $14.95 

Calilotnia Games .$22.95 

Champ'ship Wrestling .„.„ $13.95 

Create a Calendar $18.95 

Dostfoyat $23.95 

4i4 OU'Road Racirtg $23.95 

L. A. Crackdown NEW $23.95 

Movia Monster $12.95 

Street Sports Baseball $23.95 

Street Sports Saskaiball .. $23.95 

Til 

i 

StTMt Sports Footoll ..$23.95 
Street Sports Soccer MEW 523.95 

Sub Battle $23.95 

Summer Games $13.95 

Summer Games II $13.95 

Winter Games $13.95 

Work) Games ,..$13.95 

FIREBIRD 

Elite $11.95 

Guild of Thieves $22.95 

Knight ORC $24.95 

Star Glider $22.95 

The Sentry 524.95 



LANCE HAFNER 

for the best in sports 
Strategy simulation 

3 in 1 Football $29.95 

Bktball. the Pro Game .$29,95 
Court side CoDege 
BaskatlMll.. $29.95 




MICItOLEAGUE 

Baseball $24.95 

Wrestlirig $18.95 




Airborne Hangers $21.95 

F-1 5 Strike Eagia $21,95 

Gunship $21,95 

NATO Commander $22.95 

Pirates $23.95 

Red Storm Rising NEW $23.95 

Silent Service $21.95 

Stealth Fighter S24.95 



MINDSCAPE 

Gauntlet $22,95 

Harrier Combat Simulator $18,95 

Indoor Sports S18.95 

Papartjoy $21.95 

Superstar Hockey $22.95 

SIMON & SHUSTER 

Star Trek: PromethlanMu $19.95 

Typing TutorlV $24 95 

SPECTKUM HOLOBYTE 

Fakar NEW $22.95 

PT 109 $24.95 

Soko Ban , $17.95 



&^L 




Pool of Radiance .NEW S24.95 
Battles ol Napoleon .NEW $32.95 

B-24 $21.95 

Eternal Daggat. $24.95 

Heroes of the Lanca NEW $24 95 

Phantasie I. Ill (each) $24,95 

Oueslron II $24,95 

Rings otZilfin $23,95 

Roadwar Europe $24,95 

Shard olSpims 123,95 

Wargame Const Set $18,95 

SUBLOGIC 

t tSOITWAIlB SlMULA'nONS) 

Jet $25.95 

Flight Simulator II $31,95 

Pure Slat Baseball $22,95 

Pure Stat College BB $22,95 

Stealth Mission $31,95 



COMMODORE 

SOFTWARE 



WORD PROCESSORS 

Floflt S/sJam 4 $47,95 

Font M.if.lo( )28 S33.S5 

Papetclplll _ $32.95 

Supaiscripl 128 $44.95 

Term Pjpai Wiilor $29.95 

Wrdwinei 128 w/5puli,$31.95 

SI'IU'JVDSilEKTS 

Switlcalc 128 w/sdwys $35.95 

DATABASES 

Data Manager 128 $31.95 

Period Filer $19.95 

Sup(iitinf,ii \P.a $39.95, 

MISC. i^hsofttvauk 

M;tch12B $31.95 

Partner 128 ..$35.95 

i/Sylvia Porlut's. P'ursonal ,,,', 
,i/Finnneo Planner ....$Z9.95'i' 

Mii&mmmwmmiwiill. 



CMS 



ACCOUNTING SYSTEMS 
Pkg. Price (or all Modules: 

C128 version $124.95 

064 version $119.95 



BUSINESS 

AND 

PRODUCTIVITY 



Vizastar 64 4K 

Integratod Productivity 

Package For The 64 

NOW ONLY $9.9S 



(MC DATABASES 

Bank Street Filer $19.95 

Data Manager II $13.95 

64C SPREADSHEETS 

Swillcak: 64 w/skteways .. $13.95 

Sideways $12.95 

64C WORD PROCESSOIiS 

Bank Street Writer $29.95 

Font Maslar II $26.95 

Paperclip w/spellpaok $29.95 

Paperclip III $31.95 

Word Writer III $25.95 

FINANCIAL & ACCT. 
Timewks Elacir Checkbk . $1 4.95 

Timeworks Money Mgr $14.95 

MISCELLANEOUS ^ 
ittes fwn supply lor (>«4 S54. 95 ] 

TWnWng Cap $24.95 

Fast iJWd S83.95! 

BotoTemiPto S2.9S! 




Battcrius Included 

Paperclip Publisher ....$32.95 

B«rkc!ey Softworks 

GEOPubiish $39.95 

Broderbund 

Grai^icsLih'ryl.ll will. $15.95 
Print Shop $25.95 

SprinKbonrd 

Cartiticale Maker $13.95 

ClipAillorin $9.95 

Newsroom _..... $13.95 

Unison World 

Prmlm aster Plus $21 .95 



DISK-KOUNTS 



I 



p«lioiol10 3.5" S.M" 

BOMUS CIS DD Se.SS 

MAXELL DSDD H7,9b (S,95 
VERBATIM DS 00 $19.3S S9.95 
SONy DSDD$19,9St10.95 



TUSSEY COMPUTER PRODUCTS 



f.800-468>9044 



CHOOSE 

YOUR 

WEAPON! 




NEWIJ00XJ.S11J5 

503 XJ $14.95 

ThaBtBS $12.95 

BotHandIo $17.95 

3-Way ....S!a,W 
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As a 'thank you' to our many valued customers we are 
giving away one of these Infocom Adventure Games (your 
choice), with every order. This offer is good on any of the 
items in this ad, when ordered before December 31, 1988. 
If you've never ordered from TCP before, this is a great op- 
portunity to get acquainted! 
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AMIGA SOI'TWAKE 

PflODUCTIVITY 

Dcluiio Music ContI S«t.. $53 95 



DeKjis Paint I 
D«kjie Print li . 
Daluie Video 1 2 
Draw Plus . . 
Lofllslri ..,. 
Supdttiase 

Vicawnio 

Word PertBCt 

Word Parted Library 



$79,95 
..$49.95 
..S79.95 
3159.95 
$114.95 

$B9 0Q 

S89.0g 
$179.00 

$69 00 



ENTERTAINMENT 

Balanced Power 

Bard's Tale II 

BoyOndZoik. 

Black Lamp 

Chessmastsr 2000 . . 
Dafonder of Ihe Crown .. 

DaJaVu 

F/A 18 Irnercsplors 

Fllflhl Simulator M 

Lsisure Suit Larry 

Photon P»nl 

SilontServrce 

Sut> Battle Simulatoi 

Superstar lea HocK^y ... 

Teal DriVB 

The Tliree Stoojas 

Tracers 

Uiwvtted 



.-S39.B5 
..$37,93 
..$29.95 

$1895 
..$27.95 
. S29 9S 

$29.95 
,.S32 9S 
..£32.95 
..S29 9S 
.539 95 
..S24.95 
..$32.96 
..$32,93 
..$24,95 
..$31.95 

$2495 
..$29.95 



For All Your 
AMIGA Needs 
Call top 

512K RAM 
Upgrade $159 

1010 

EXT DRIVE ...$2t9 

1680 

MODEM $139 

Call For Other 
AMIGA Products 





.1 

.ey 
Softworits 



Gao File 128 S39,TO 

Geo ProgMmrnor .....$39.9S 

GeoPublisti . ....,S29!)5 

Goo wwB isa $-39,9r> 

G(io spoil Slii.tlE 



GEOS2.0 $34.95 

Geo Gale $29^5 

GeoFLIs $29.95 

Geadai „ S24 95 

Daskpack,., .,,$18.95 

Fonlpadi $19.95 

Gen Wrilfl $29.9S 





Software orders over $100 and 
Accessories under 6 pounds will 
be shipped Federal Express 

(Even at these prices} You only pay TCP's standard 
shipping charge. Orders arriving before 3:00 PMour 
time will be shipped out same day. If part of your 
order is backordered the remainder will be shipped 
UPS Ground FREE1 

SECURITY 

■ Your Credt Card is not charged until your 
order Is shipped. 

■ We insure your order at r^o extra cost to you. 

■ Tussey is a llnanclally strong and well 
established company. 

CUSTOIWER SUPPORT 

■ Aftor sales support. 

■ Knowledgeable staff, all graduates o( 
Tussey's "Computer Boot Camp", 

M Our advanced warehouse/rnatenals 
handling system assures your order is 
shipped out accurately & on time, 

■ Our IBM AS400 allows instani order and itiuentory status, 

Tn order: No surchargo on WaslorCard ar VISA ■ Ycur c^ed^r card Is not 
ctiargod unlil jrouf ortlor is shlppsa ■ COO orders acceplod ■ no COD fses 

■ Shipping ; 3% or SE mlnirrum lor UPS Ground. Call for shipplriQ chsrget 
on Enpro&s Ar. APO. FPO, AK, HI and toraign orders. 

■ Moll Orders: Wb nKspl money ordsrj, certified checks, and personaJ 
checks. Anow2weel(S!arperMr»al and corrrpany cTiecks toc.ear.HWeaccefft 
p-'rcriaso orders fro.Ti cjuatit^ed EdvcaSJonal and Corporate ins'.iiutions. 
ALL SALES AHE FINAL 
Doreciivo items replaced or repaired at our 
dscrrfjon. Poiinsylvartia delivenes add 6% 
'.1 i.i, Inj, Prices and lermnubjecl to changa wlihoul nolics. 




Illfc... 

PRINTERS 




mim,.. 



NEW LOWER PRICES !! 



SUPER GRAPHIX JR 

Prirler inlerfaco $32.95 

WPrinlet (ram Tussey SE9.9S 

SUPER GRAPHIX 
Interface w/SK bulter 

down loadablo lants $S4.95 

w.'Prinler fnpm Tussey $49.85 

SUPER CRAPHIX GOLD .$94.95 
w'Pfinlef (rom Tusssy $84.95 




•d 



.rilllm ou\ F« I 
illiiillllllllllllll 



OKIDATA180 

$229 

■ Bum in COMMODOHE* 
and EPSON'Inlertace 

■ 1B0CPS Print Speed 
Cell FDf Oihcr Oh I dm Pilniiri 



OtfJCe Automat ion,tf^^vfi\ 

2 yr warranty 

1080111 .4$159 

1091111 .........S189 

1092! S319 

,1124(24p]n)$CALL 

..r<MWW/J.™iJiiiii;ii(!iiiiii(iiiii)i(([iiinNi)iiiii))iii((ini)iii( 




Save 

on 

Printers 



fCITIZElsr 

120D $139 , 

180D..... $159 J 

MSP.40 $289 

Tribule 224 ...$5B9 




Regular Hours: 8:00AM- 11:0QPM Mon-Frl, 10:00AM ■ 



CALL TOLL FREE 



NX-IOOO 

{ia4drafi/36NLO) $159 I 

, NX 1000 Rainbow ! 

l.Vii,, (color prinior) $229 

NX-1000C 

(Commodore tnrlace) ....$174 < 

,//k, ' NX-1000C Rainbow 

Ulltllllhi. 11 ,' 1 Commodore Irtefface.' 

Hlmmu. rSlE^eMHSfX ColorPrmtor) $229 ■ 

NX-2400 

wn r» iin»- ■!>« (24 Pin Printer) $CALL ' 

SEIKOSHA 

ij, 2 yr warranly i 

'Ik SP-180VC $139 

''.f fi'fl);, S P-1 200 VC .... $C ALL 
SP-1200A] $169 

8:00PM Sat, 12:00PfA-8:00PM Sun EST 

tep 



1 -800-468-9044 



Forlnrormatlon 
Call 81 4- 234. a 236 
FAX 814-237-1 150 



NEWS • NEWS ■ NEWS - NEWS • NEWS • NEWS • NEWS • NEWS 



Fast Break 

jtlccolade's Fast Break for the Commodore 64 is a three-on-three 
ftill-court basketball simulation. On-screen menus stmUar to those in 
Hardball! ani ^tii'J/icAesallov/ players to choose from 15 
offensive and five defensive strategies, Fast Break sells for SS9.95. 
For details contact: Accolade, 550 S. Winchester Blvd., Suite 200, San 
Jose, CA 95128. Or call: (408) 985-1700. 



Taxaid 

Whoaoesn.tneedalittlehelpattax^ena..dSoawa.ehas 
released the 1968 edition of Taxalfl, an income tax preparation 
program in versions for the Commodore 64, Commodore 128 and 
Plus/4. The menu-driven program Includes all current changes in the 
tax law for 1988 and generates IRS-approved printout. Taxaid 
retails for S49.9S (Updates for 1989 will be available for $18. Users 
of previous versions of Taxaid can also obtain an update for the 
current year.) For more information contact: Taxaid Software, Inc., 
606 Second Ave., P.O. Box 100, Two Harbors, MN 55616. Phone: (216) 
834-5012. 



Modeler 3D 

iViodelor 3D, Aegis' latest Amiga release, lets the user create 
three-dimensional graphics which can then be animated with Ae^i5 
VideoScape 3D. The program also accepts images created wlth^^is 
Draw, Aegis Draw Plus or Aegis Draw 2000. One megabyte of 
memoiy is required, however more memory and a 
second drive or hard drive are recommended. 
Modeler 3D has a suggested retail price of S99.95. 
For further information contact: Aegis Development, 
21 15 Pico Blvd., Santa Monica, CA 90405, Phone; 
(800) 345-9871, in CA (213) 392-9972. 



Sketchpad 128 

X ake advantage of your 128's 60 columns with Sketch- 
pad 188 from Free Spirit Software. Sketchpad 183 is a 
complete drawing system for use with the Commodore 
128 and 1351 mouse. This menu-driven program comes 
with sUdeshow options. Print Shop and BASIC 8 compati- 
bility, and fonts. The 1581 3,5-inch disk drive Is also 
supported. Sketchpad 188 retails for 829.95. For details 
contact: Free Spirit Software, Inc., 58 Noble St., Kutztown, 
PA 19530, Or call: (215) 683-5609. 




Pro Sound Designer 

* ro Stnmd Deal|iier from Precision Incorporated is a sound 
sampling ^stem for the Amiga, The program lets you capture, 
manipulate and play back mono and stereo sound samples. The 
MIDI-Flus program that's included in the package allows you to take 
sounds recorded with the Pro Sound Designer and play them back 
with a MIDI keyboard. Pro Sound Designer retails for S 159.95. For 
a limited time you can trade in your current sound digitizer and get 
$50 off. For details contact: Precision Incorporated, 8404 Sterling St., 
Suite A, Irving, TX 75063, Phone: (214) 929-4868. 




Paint 3.0 

Xf you've ever wished you could 
undo the )sst five changes you 
made to your Amiga masterpiece, 
youll want to check out Express 
Paint 3.0 from Brown-Wagh 
PubUshlng. This new version 
allows you unlimited "undo's" as 
well as a number of other 
upgraded features. Express 
Paint's new virtual page option 
lets you create a picture of any 
size and any number of colors 
■without running out of chip 
memory. Other new features 
include: 3D anti-aliasing tools, 
color cycling, and zoom or 
fiill-page viewing. Express Paint 3.0 has 
suggested retail price of $139,95. For details contact: Brown- Wagh 
Publishing, 16795 Lark Ave,, Sutt£ 210, Los Qatos, CA 95030. Phone: 
(800) 451-0900. 

Continued on page 10 
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Exciting Sci-Fi 
Role-Piaying for only $29.95 



Every last member of the resistance has either 
been captured or is closely monitored by the robot 
patrol. As a new inhabitant of XK-120, you have 
no police record. You have a chance to locate 
the central control console and deacti 
vate the robot control system. Not 
a good chance, but a chance 

This science fiction 
role-playing game was 
created by Chuck Bueche, 
the author of AUTODUEL*. 
The fast paced action all 
takes place in an enclosed 
high-tech city of many levels. 

As you hurry along extensive air- 
Jet subways and slidewalks, you 
need to solve complex mazes and 
other intriguing puzzles. The chal- 
lenges are non-stop and full of 
surprises. 



On your mission, you'll face some 16 
types of animated robots. Battle them with 
weapons like phasers, blasters and time bombs 




Confuse them by creating a duplicate image of 
yourself with the unique holoprojector. Or re- 
program them to work for you by mastering 
the ingenious Directive Override option. 



Realistic action alfows yuu 

ia move or dimb over 

obJKls. Sups rb graph its 

on CommodofS W\ZSl 



In 2400 A.D. you step far 
into the future. But beware. Each 
step you take could be your last. 

tor: IBM-PC/ TanA-y tomprtblm. Apf<8 II Seri«s. ano Comrrradote Uim lo jM ymn cm. ()) vWyour local reisiier, (2) ciil 1 -BOO-999-4539 Sam B 6(m EST to maw Dy VISMMC, or (3) mal ctnok (U S I) 
or VISAMCt.iardtiDldw rum arid eip. dale to ORIGIN ISf-e Harvey Road, l.ofidary»riy,NHD30M. Mce :t29,Hp)ui USD shipping ant harvJIngAllml'iwHtilHiMvwy. 



^^a&BBf 



136-B Harvey Road, Londonderry. NH 03053 (603) 644-3360 
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Continued from page 8 



Gold Disk Releases 

vJold Disk has released four 
new programs for the Amiga. 
ComlcSetter lets you create 
your own color comic strips 
with a library of characters, 
backgrounds and speech 
balloons. Design and drawing 
tools are incorporated for 
custom comics. GomicSetter 
retails for S99.00. 
Supplementaiy 
ComlcArt disks with 
different themes are ^ . , . e^ 
available for 534,95 i.-C^*% 

each. 

MovieSetter creates 32-color sound Import IFP graphics 
cartoon animation with stereo use built-in movie-clip files. 



TBnn^TTITTTM'iT^nw.BiTiM Tn 





or 

Use 



the mouse to change characters' 
positions. The program features 
color (gfcUng, playback at up to 
60 fk'aines per second, and 
linear and elliptical guides. 
UovieSetter's suggested retail 
price is $99.96. 

Gold Disk's structured drawing 
package, Professional Draw, 
provides control over color 



structured Images, The program 
includes a number of drawing 
tools as well as transformation 
features such as mouse- 
controlled rotation, scaling, 
shearing and distortion. 
ProfflSflional Draw sells for 
$199.95. 

Design-3D is a wire frame 
modeling program with six line 
types and 16 colors. The program 
provides four views— top, side, 
front and perspective— with four 
light sources. Designers can 
work in high-resolution, 
interlace or non-interlace. 
D8slgn-3D retails for 899.95. For 
further Information on these 
releases contact: Gold Disk, P.O. 
Box 789, Streetsvllle, 
Missiasauga, Ontario, Canada 
L5M 2C2, Or call: (416) 628-0913. 




Hirbo Master CPU 

^uibo Master CPU is a replacement CPU for the Commodore 64 
that plugs into the expansion port to provide four times faster 
processing speed The Schnedler Systems product also Includes t^bo 
disk routines in ROM for Ave times faster disk loading and saving. 
Torljo Master CPU retails for S179 (post paid) and is avaUable 
from; Schnedler Systems, 86 Eastwood Rd., P.O. Box 5964, Ashevllle, 
NC 26813. Phone; (704) 274-4646. 



Lattice C Upgrade 

Jjattlce, Inc, has released Version 5.0 of its AmlgaDOS C compiler. 
The upgrade features fuU support for 68020 and 68030 processors 
and 68881 math co-processors. Faster library routines and Improved 
MSI comphance have also been incorporated. The Lattice Screen 



Editor is now included in the package. Suggested retail price of 
Lattice C Is $300. Registered users of previous versions can upgrade 
to Version 5,0 for $V5. Registered users of Manx Aztec C Compiler 
(version 3,4 or later) can upgrade to Lattice C for $150. Contact 
Lattice, Inc, 2500 Highland Ave., Lombard, IL 60148 for details. Or 
oaU: (312) 916-1600. 



Victory Road 

JJata East USA's Ikari Warriors take up where they left off in the 
new Commodore 64 release Victory Road. This time the warriors, 
armed with super grenades, a flame thrower and a variety of guns, go 
up against four levels of enemies to conquer the Temple of Demons. 
This two-player contest retaOs for $29.95. For details contact: 
Data East USA, Inc., 470 Needles Dr., San Jose, CA 95112. Or oaU: 
(406) 286-7074. 



Faery Tale 64 

iViicroDluslons has introduced a Commodore 64 version of their 
Amiga hit Paeiy Tale Adventure, You pl^ the part of three 
brothers who venture forth from their village to recover the magic 
talisman that has kept their town safe. The talisman has been stolen 
ty the evil Necromancer, whom you must pursue through 17,000 
screens of castles and dungeons and oceans and bogs to restore peace 
upon your land. Faery Tale Mventure has a suggested retail price 
of $49,95, For further Information contact; MicrolDusions, 17408 
Chatsworth St,, Granada Hills, CA 91344. Phone: (800) 522-2041. 
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Red §tor 




an American nud^ 

attack submarine.! 

And your ship is all 

that stands betwee.. s^^ 

the Russian bear and gUfflRri nation. 

Experience the pulse-pounding tension 

of Red Storm Rising. .. a frighten ingly 

realistic blend of contemporary high 

technology and classic military strategy. 

Based on Tom Clancy's #1 

and created, with the author, by famed 

programmer/designer Sid Meier -the 

mind behind F-15 Strike Eagle and j 

Silent Service. Forthe Commodore | 

64/128 systems and soon for IBM/PC 



compatibles and Apple 
Suggested retail prii 
544.95. 

Red Storm Rising. 

Find out if you have 
what it takes to tackle 
the Russian bear. ; 







weriey, Maryland 2TO30 



Based on tti9 booK Rod S/ofmW;sfnffWfem Clanqj; Larry~BorTK>- 

author. Copyright 1986 by Jack Ryan EmSHka Ltd. and Larry Bond. 

Sottwaiis @ 19Sa bv MicroPre&e SoUwarlflml^MighlG Reservod. 



Compiled by Louis F. Sander 
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January brings cold weather and new readers, both of which 
are honored in this month's column. We have several "Janu- 
ary" progranis, plus some elementary tips for beginners. As al- 
ways, though, many of our expert readers can benefit from the 
simplest tips, and there's something here for YOU, no matter 
what your expertise. 

Our long-awaited Tips & THcks lyook is moving along quite 
nicely. This soon-to-be-bestseller includes everything ever pub- 
lished in this column, corrected, amended and improved, and 
augmented by important new material. As of this writing, ifs 
scliedukd to be available in late March or early April. TAB 
Books' Windcrest division will be publishing it, and you'll be able 
to get it in your book store or directly from them. Watch for ads 
with the details. 
7b get into print yvurself send your tips to: 
Louis F. Sander 
P.O.Boxl010n 
Pittsburgh, PA 15237 
Ifthey^re published, you'll get fame and at least ten dollars. 

Eliminating Closing Quotes: It's well known that you can omit 
the closing quotation marks in a PRINT statement involving a 
string, provided the statement is the last thing on the pn^am 
Lne. For example; 

100 PRINT "JANUARY 
workB perfectly, even without quotation marks after the Y in 
JANUARY, 

But not many people know that the closing quote can be left 
out in other situations as well, for example: 

100 GS = "NEW YEAR 
estabhshes G$ as the eight<haracter string "NEW YEAR". 

You can even eliminate the closing quote when establishing a 
null string, as is illustrated by this little program: 

100 INPUT A$ 

110 IF A$ = "NULL" THEN A$ = " 

120 PRINT "#"^$;"#",LEN(A$) 
Run it, inputing various strings in response to the prompt. 
Youll see them printed out by line 120, prK«ded and followed 
by a pound sign, and followed by a number representing their 
lengtii. When you input NULL, you'll see that A$ becomes tlie 
null string. The absence of a dosing quote in line HO has abso- 
lutely no effect. 

The trick only works, of course, when the program line ends 
with the "missing" quotation mark. Anything else that follows it 
will be treated as part of the string. 
Jim O'NeUl 
Whitijig,NJ 



Machine T^pc Detecton Tb tell the difference between a true 64 
and a 128 in 64 mode, you can use 

PEEK(53296) 
If a 252 is returned, your machine is a 128 in 64 mode. A real 64 
returns a 255. 
David Kapsus 
Portsmouth, NH 

Auld Lang Syne; This program uses two SID voices simulta- 
neously to produce a unique rendition of this bittersweet New 
Year's Eve song. Play it in 64 or 128 mode. 
Joseph R. Cliarnetski 
Plains, PA 



100 

110 
120 



130 

140 
150 
160 

170 
180 
190 
200 
210 
220 
230 
240 
250 
260 
270 
280 
290 



PRINT" [CLEAR, RVS] AULD LANG SYNE 

- JOSEPH R. CHARNETSKI [SPACE2] " 

FOR J=l TO 118:READ K : CS=CS+K :NEXT 

RESTORE:IF CS03271 THEN 

PRINT" ERROR IN DATA STATEMENTS!" 

:STOP 

R=54272:FOR M=R TO R+23:POKE M,0 

:NEXT 

POKE R+5,10:POKE R+12,10:POKE M,15 

FOR J=l TO 59:READ A,B 

POKE R+1,A*2;P0KB R+8 ,A 

:POKE R+4,33 

POKE R+11,17:F0R S=l TO B*149:NEXT 

POKE R+4,32:P0KE R+11,16:NEXT 

POKE M,0 

DATA 33,3,44,4,42,2,44,4,56,3,50,4 

DATA 44,2,50,4,56,2,50,2,44,4,44,2 

DATA 56,3,67,3,75,6,75,3,67,4,56,2 

DATA 56,4,44,3,50,4,44,2,50,4,56,2 

DATA 50,2,44,4,37,2,37,3,33,2,44,6 

DATA 75,3,67,4,56,2,56,4,44,3,50,4 

DATA 44,2,50,4,75,3,67,4,56,2,56,3 

DATA 67,3,75,6,75,3,67,4,56,2,56,4 

DATA 44,2,50,3,44,2,50,4,56,2,50,2 

DATA 44,4,37,2,37,4,33,3,44,9 



April Fools in Januai^-: If you want to give a 64 the appearance 
of being horribly out of order, try entering 

POKE 53265,59 
lb exit, hold down the STOP key and tap the RECTORE key. 
Chris Deck 
Orange Park, FL 

Continutd on page 103 
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ATHIN MAN. 



COMPUTER GAMES THAT WILL 
IGNITE YOUR HOLIDAYS. 



o u 



N 




rXere are more great game tips, guaranteed to amuse and ex- 
X X ctte you. Since many of tliese games are available for the 
Amiga, 64 and 128, a given tip may or may not work on your 
own machine. But from all we can tell, most of them work on any 
machine, whether it be from Commodore, Apple, Atari or IBM. 

Of course, since so many games and machines are covered, 
there's no way we am test every tip that we print, so there may be 
some fool's gold among all these nuggets. And don't overlook the 
fact thai many tips require skUl as lit'// as knowledge. 

Send your own Commodore game tips to: 
The Gold Mine 
P.O. Box 101011 
Pittsburgh, PA 15237 
Use a separate sheet of paper for each game, and combine all tips 
for one game onto one sheet. Please put your name and address 
on each sheet so we axn give credit where credit is due. And what- 
ever you do, rememher-^Xjold Mine Rules! 

AltemaU; Reality: The Dungeon: Tb defeat the Great Wyrm at 
his lair on level 3, three things are highly recommended. First, 
use Panther Gloves as your weapon. (They give great punching 
power to your bare hands.) Your Strength should be at least 100, 
which will let you hit the Wyrm for up to 300. If your Stamina is 
75 or greater, you will be protected from the Wyrm's magic, par- 
ticularly his Finger of Death. 

You'll only have to hit the Great Wyrm ten times or so to de- 
feat him. Afterwards, great riches will be yours in his lair. Grab 
as much as you can cany, and come back until the lair is 
stripped of all its valuables. Your high strength will help you 
carry all the gold, silver and jewels! 
JeffTowich 
Whitehall, PA 

Autoduel; Attack enemies from the side if possible. They'll usu- 
ally end up shooting below you, giving you enough time to deliv- 
er significant hits. 
Matt McLaine 
Walterbom, SO 

Beach Head II: During any part of the game, simultaneously 
press the "G" and "H" keys to pause the game. Press them again 
to restart. By holding them down, you can also observe the 
game's fantastic animation techniques "frame by frame." 
Neil Nowatzki 
Edinburg, ND 



Compiled by Louis F. Sander 

California Games: High Surfing scores can be made by staying 
in the tube for as much of the ride as possible. The judges will 
also award extra points if you do some aerial maneuvers when 
leaving the wave at the end of your time. 
Brett Meyer 
Rota, Spain . 

Championship Wr^ling; While playing in competition, you 
can get a lot of points and beat just about everybody just by 
climbing the rop^ and drop-kicking your opponent twice. Then 
climb the ropes again and dropkick him once when he gets up. 
When he's down, keep giving him leg drops until your score 
comes as close as it can to 745 vdthout going over. Then pin him. 
JoeKrulnck 
Plains, PA 

Commando; After you break through the first barrier and meet 
the blue terrorists armed with missile launchers, go straight 
down the center. Don't stop until you are past them. Their mis- 
siles won't touch you, no matter how many terrorists there are. 
Happy hunting! 
WesOren 
San Angela, TX 

Destroyer: This program contains a wonderfiil three-voice air- 
horn, which you can blow by pressing F7 at any station. Be care- 
fill, though, since the airhom will attract fire from enemy ships, 
subs and islands. 
Neal Pynenberg 
Kaukauna, WI 

Dragon's Lain lb get 250 lives, execute POKE 3651,250 before 
entering RUN, 
Tbm Obarowski 
Kew Gardens, NY 

Echelon: Save your game before entering areas F3 or F6, since 
the Nuclear Bombs there will kill you. Keep still when fighting, 
as it's almost impossible to shoot straight while moving. Hover 
down fiwm 10,000 M; it's too easy to crash using powered flight, 

1 can't give you the complete order of the Pirate Steps, but 
here are the sector: C3, M12, L12, B8, E4, L6. Major Thomas 
Allen can supply the areas. Happy trails! 
Matt McLaine 

Walterboro, SC dm tinuednn page 1 00 
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The only computer games to earn an official 



USA 




license from the 1988 US. OlympicTeam. 



yTHE GAMES' 

SUMMER, 



W^ 




\ WINTER, 
SPRINS AND mL 



SUMMER EDITION: 

Tha heat Is on In Seoul. "^ 

Relive the heart-pounding 
excitement experienced by the 1988 
U.S. OlympicTeam. 

Sprint down a track, clearing 
the high hurdles by a thousandth of 
an inch. Pole Vault to new heights. 

Hold an iron cross on the 
Rings, Follow up with a triple 
twist in the Diving 
event, Then try 






for another medal 
•-/ or two in Sprint 
Cycling, Hammer Throw. Uneven 
Parallel Bars or Archery. It's your 
chance to make \\\%iQVj. 

WINTER EDITION: 

Chililns competition in Calgary. 

Rocket off the Ski Jump. 
Ski the Downhill, Slalom 
or Cross-Country courses. 
Speed Skate, Figure 
Skate, and 
Luge. 




The Games feature 
dramatic camera angles, 
first person views, 3-D imagery and 
exciting sound effects. Plus opening, 
closing and award ceremonies. 

Take on the computer, a 
countrj' or your friends. (Up to eight 
can play. ) And to make the action 
even more heated, play with an 
EPYX high performance joystick. 

These Games will keep you on 
the edge of your seat all year long. 

© J98S EPYX, Inc. Aulhonzcd pursuarl to 36 
U.S.C, section 3B0. Srreens from Commodore 
and IBM. 




Available 
for IBM S 
Compatibles. 
Apple US 
Cotnpatiblrs. 
Macinlosli, 
Cominodore 
S4/128, Amijia 



'Pn( 



64 AND 128 SOFIWARE REVIEWS' 



Reviewed by MafkCotone 



Road Ruimer 



Computer: 
Pul)ltsh«r: 



Medium: 
I*rice: 



Comm(xloit' (k1 
Miii(isca]x? Inc. 
3444 Dundee Road 
NorthbiT)ok, IL 
Disk 
§34.95 



Ever since I can remember, Wile E. 
Coyote has been trying to make a 
meal of the Road Runner; trying, but nev- 
er quite succeeding. He'd outfit himself 
with the latest Acme gadgetry, plot var- 
ious deatli traps down to the last detail, 
and track his feathered foe frum one end 
of the country tc the other. And then, even 
when it seemed like he simply couldn't 
fail, he would. The Road Runner, often un- 
aware of how close he was to extinction, 
would usually wind up innocently grazing 
at some peaceful roadside weed patch 
while Wile E, gingerly peeled himself off 
of a butte he had just kissed at the speed 
of sound. 

You'd think by now the old dog would 
have died of either starvation, exhaustion 
or internal bleeding. I mean, this kind of 
bone-crushing self abuse has been going 
on for a good twenty years. But no, he just 
keeps on coming back for more, hustling 
through movie theaters, Satuixlay morn- 
ing cartoons, comic books, and most re- 
cently, video games. Last year, 'Ifengen 

Tips From A Road Scholar 

The one way this game differs from its 
cartoon inspiration is that in this contest, 
sooner or later, the Coyote will catch you. 
Your job is to postpone the inevitable as 
long as po^ible. Th aid you in your cause, 
Tve compiled a few helpful hints. 

• In an attempt to keep the hunt as 
competitive as possible, the computer vrill 
outfit Wile E. with a skateboard any time 
your superior speed moves you so far 
ahead that your pureuer slips off the back 
edge of the screen. As a sidewalk surfer, 
the Coyote will become a faster more ma- 
neuverable foe, and evasion will become a 
more difficult task. Tb avoid the stiffer 
challenge, pace yourself. Any time you 
open a lead that tlmeatens to push your 
opponent out of sight, slow down so that 
he can regain some distance and remain 
visible. Your patience will be rewarded. 

• Even when you're in the clutches of 
the Coyote and he's carrying you off to 
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Talk about resilience! 

Wile E. can be run 

over, blown up and 

shot a dozen times, 

and he'll just pause 

for a second, shake 

it off and keep on 

coming. 




brought this Warner Bros, odd couple to 
the arcades with their smash hit Hood 
Runner coin-op. This year Mindscape 
brings it all home, and with it comes one 
of the best knee-slapping chases to ever 
dash across a Conunodore screen. 

As usual, the setting for this t^lebrated 
himt is a patch of sun-soaked desert real 
estate nicely sliced by a single ribbon of 
fiiesh blacktop. The shoulders of this road 
—which is apt to change size and shape as 
it is traveled—will act as the boundaries 
of this contest. Your joystick is tapped into 
the Road Runner, the pursued. The com- 

dinner, don't give up the fight. Although 
you are capt'ured and your turn has tech- 
nically ended, every so often Wile E. will 
inadvertently step on a forgotten land 
mine as he's escorting you off the screen. 
When the explosion goes off, sometimes 
you can wrestle away from your surprised 
captor before he realizes what hit him. 
But you must be prepared to act swiftly, so 
keep a grip on your joystick and an eye on 
the screen. 

• Whenever you are captured moving 
across the third section of this challenge, 
the program will push you back down the 
road a ways to establish a new starting 
point for your next Ruimer. This penalized 
distance is not always the same, and the 
area's crisscrossing road iMnfigurations 
are so similai' that it can become hard to 
determine exactly where you've been 
placed. Since this section's route to victoiy 
is based on memorization, if you're lost 
you could be at a distinct disadvantage, lb 



puter will take stalking duties in the role 
of Wile E. Coyote. The object of the game, 
as far as you're concerned, is to avoid get- 
ting caught. You can sprint, stop, dodge, 
cut, double back, circle, and with a press of 
the fire button, leap into the air. It pays to 
be innovative, clever and quick, for the 
longer you can stay out of the coyote's 
clutches, the more points you'll collect. 
And in the end, high score wins. 

Sounds pretty simple, eh? It never is. As 
you'd expect, the designers have made 
certain tliat the Road Runner will have to 

Continued on page 121 

protect against such an occurrence, use 
the old hikers' trick and make note of all 
of the backgromid landmarks positioned 
at each intersection. Then you should 
then be able to get your bearings and pre- 
pare for the approaching blacktop by look- 
ing off the road and checking your sur- 
roundings. ^ 
• If you stop to watch Wile E. as he ^ 
runs, you'll notice that as he moves for- 
ward, he also moves up and down in a 
slight wave-like fashion. If you're ever in a 
tight comer and the Coyote is closing in 
for the kill, use his predictable running 
pattern to your advantage. Even on the 
narrowest of roadwa)^ you can often give 
your nemesis the slip by waiting for him 
to hit the farthest point on either end of 
his wavering course, and then bolting past 
him on the opposite side. Timing is every- 
thing, and the move will take some prac- 
tice. But with a bit of work, youll soon 
have Wile E, hugging nothing but air. 
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Clubhouse 
Sports 

Computer: Commodore (M 

Publisher: Mintlscape Inc. 

3444 Dundee Roiid 
Northbrook, IL (500d2 

Medium: Disk 

Price: $29,95 



Have we got a deal for you! 
How about a complete indoor 
game room, filled with six of your favorite 
arcade amusements — a shooting gallery, 
pinball, skeeball, foosball, bumper pool 
and a billiards table. All for one low price 
and small enough to fit inside your com- 
puter monitor. Sounds too good to be true! 

But it is. This deal of the century (weU, 
of the year, any\vay) is brought to you by 
Mindscape's Clubhouse Sports, a feisty lit- 
tle party pleaser if there ever was one. 
There's so much solid entertiiinment val- 
ue packed into this single disk, you'll be 
convinced that fantasy rec room is finally 
yours. 

Clubhoase Sports was created by Ed 
Ringler and serves as a marvelous com- 
panion to his earlier Mindscape hit, In- 
door Sporis. Ringler is nothing less than 
an extniordinary sports game designer. 
His past credits include Gamester's On- 
Court Tennis, as well as Mindscape's Su- 
perstar Soccer and MISL Soccer. Club- 
house Spods represents his most polished 
work to date. 

Shooting Gallery 

Step right up and try your luck at this 
venerable arcade classic. What may first 
appear to be a kiddie show will quickly 
change your mind with its fast, demand- 
ing play action. This game is full of sur- 
prises and cim be lots of fun. 

Four modes of play are available in the 
game — demo, solo, one or two player The 
computer opponent has five skill levels, 
including "floating," which allows the 
computer to play up to its opponent's 
ability. 

Other pre-game parameters include 
custom gun design. Here you may adjust 
speed, weight and recoil for added difficul- 
ty. Finally, choose the length of your game 
from a fixed number of shots or a set time 
limit. 

Graphics in the Shooting Gallery are 
superbly drawn and humorously animat- 
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be a kiddie 
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play action. 



ed. The constantly-moving targets offer 
the right amount of variation and chal- 
lenge to sustain a player's interest, re- 
gardless of age. 

This game's only sore point stems from 
p(X)rly-d(signed gun sights in the two- 
player mode. The tiny crosshairs are easi- 
ly lost in the background graphics, caus- 
ing slight finstration. 

tflNT Go for the higher point targets, 
but don't hesitate or wait for the right one 
to appear. It's better to hit a lesser target 
than none at all. A few wild shots are all it 
takes to give your opponent the winning 
lead. 

Skeeball 

Here's the famous penny arcade game 
that almost everyone's played, but few can 
claim to be any good at. Now's your 
chance. 

The object is to roll a heavy ball offa 
ramp and into a ring of sbc concentric cir- 
cles. The closer you get to the center, the 
higher your score. The computerized ver- 
sion simulates the challenge of judging 
distance by offering resistance in the mid- 
dle of the rings. This forces the player's 
crosshairs away from the center— not un- 
like two opposing magnets — to make aim- 
ing more difficult. 

Pre-game parameters are nearly identi- 
cal to ttie Shooting GaUeiy, Games may 
be played agaiast the clock or with a fixed 
number of balls. Five overall difficulty set- 



tings change the power of the center resis- 
tance. 

HINT Because the crosshairs are im- 
possible to hold steady, use a sweeping 
motion to cross over the center of the rings 
and time your shots accordingly. When 
playing against the clock, fire as fast as 
possible. 

3D Pinball 

This one features a fiill table design, in- 
cluding the backboard and fi:ont aAn slot 
You Jire almost tempted to rest your soda 
on the glass top while you play. 

The game can be played by either one 
or two players using three or five balls. Up 
to four extra balls are available during 
the game. Difficulty levels are set by ad- 
justing the table's angle, fi^om low (slow) to 
medium and high (fast). Finally flipper 
control may be assigned to a single joy- 
stick or to both. 

The game provides a realistic simula- 
tion, especially when the table is set high 
for fast action. The 3D effect is well done, 
particularly the ball, which grows lai^r 
as it nears the bottom of the screen. 

Although great looking, the game cries 
out for more features. Not quite up to par 
with classics such as Dauid's Midnight 
Magic or Night Mission Pinball. 

HINT As in real pinball, jostle the table 
(joystick up) to get more points on the 
bumpers. This can also save balls fi:om go- 

Cii»ti!\i!i'd on pa^p 106 
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As the pitcher, you can 
throw (he batter a curve, 
a high hard one. Pitch 
him inside, outside. 
Evenljrush hfm back if 
he's crowding the plate. 
Just remember, he's got 
great bat control. He 

mighteveo drag 
a bunt on you. 



/Iflrow it home of 
hit the cutoff man. 
Go for the great 
catch or jrt^ itsaJfe. 
Steafa base? How. 
about a pitching 
change? Just remem- 
..ber. Anything the 
'1^ pros.qan do, you can 
^ db.lfyoti'ffigfl»od. 
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Renegade 



Computer: 


Coniinodure 64 


Publisher: 


Taito Softwtu'e, Inc. 




267 W. Esplanade 




North Vancouver, B.C 




Canatla 


Medium: 


Disk 


Price; 


$34.95 



Beware— this is one mean, violent 
game. It taunts the player, starts 
adrenaline pumping and then goes for the 
throat. Fnistration levels run high in 
Renegade, but that's just part of its design. 
It succeeds brilliantly. 

Renegade is a game of urban survival 
that uncorks some prcttj' dark human 
emotions: anger, distrust, cruelty and re- 
verse. If this sounds like the possible tar- 
get for some software vigilante group, it is. 
This is also the type ofgame that could 
stir controversy and love every minute of 
it. In the end, it is only a sad reflection of 
modem culture. 

On the other hand, drawing deep, mo- 
rose conclusions from such a simple game 
must have the folks at Tkito tickled. This 
is, after all, just another reworking of an 
overdone genre; the kick-and-punch 
game. It's the realistic setting that will 
bother some people. The same game in a 
different context would generate only 
passing interest. Fighting for your life in 
an urban jungle, unfortunately, is right 
out of today's headlines. 

The timing for Renegade is almost per- 
fect, coming on the heels of New York's 
Bernard Getz case and the recent atten- 
tion to Los Angeles street gangs. The 
game's scenario is certainly as frightening 
as any horror movie: 

It's 2:00 a.m. and you're alone in the 
subway. Well, almost alone. The telltale 
snap of a switchblade knife cuts the si- 
lence. Suddenly you are face-to-face with a 
band of ruthless punks who begin attack- 
ing you, two and three at a time. Can you 
survive with only your fists and street 
smarts to guide you? 

One school of thought says that anyone 
dumb enough to be alone in a subway at 
2:00 in the morning deserves what they 
get. The stand Renegade takes is that you 
have the right to be anywhere you please 
at any time of the day. And anyone who 
teDs you different just better watch out. 
Renegade is a clean translation of the 
coin-op game that's reportedly a rage in 




Europe. Mo\'ie buffs will also find sharp 
similarities between it and The Warriors, 
a contTOversial 1979 film about gang 
wars. Like the movie, Renegade is tough 
and exciting, moving at a lightning pace. 

There are five levels to complete in this 
challenging one-player game. Each level 
moves the player to a new location, facing 
tougher adversaries. lb advance fixim one 
level to the next you must dispose of an 
entire gang, then defeat their leader. 

The top of the screen displays your cur- 
rent score as well as the energy levels (or 
your character and the gang leader. You 
begin the game with two lives, earning 
another for each level completed. 

The joystick moves your character in 
eight directions. Pressing the fire button 
results in a jump, kick or punch, depend- 
ing on your current predicament. When 
attacked from behind, for example, un- 
leash a vicious back. kick. Or you might 
prefer a nice flying kick to the face, or a 
swift knee to the stomach. After knocking 
down an assailant, drop to the floor and 
punch his lights out. This is not a subtle 
game. 

Level One unfolds on the subway plat- 
form. Here you will develop strategies and 
techniques to be used throughout the 
game. The gang is unarmed except for 
several members toting heavy clubs, liike 
out the wesipon carriers first whenever 
possible. Generally, two knockdowns will 
remove an enemy from action. 

On the right side of the platform is a 
dropoff. Position your character within 
two sidewalk cracks from the ledge and 
take a stand. Knocking down punks to 
your right will send them over the edge 
and out of the game. 

The best way to score solid hits is to re- 
main still and let them come to you. 
Sometimes even allow them to get in the 
first punch to assure the positioning is cor- 
rect. Then simply kick the ones to youi' 
rear and pummel the ones in front with 



rapid punches. This tactic will often allow 
you to wipe out the entire gang with mini- 
mal damage. 

Level Two takes you to a most unfHend- 
ly pier Here you must defeat four hoods 
on motorcycles before confronting the rest 
of the gang, the Angels of Death, lb knock 
the attackers off the cycles, perform a 
flying kick in their direction of travel. Be 
certain to time your jump precisely, or you 
may be flattened. 

This gang is much tougher than their 
subway counterparts. Watch out for the 
punks wielding heav7 chains, their at- 
tacks are quite painfiil. The pier also 
drops off to the left, but holding a strong 
fighting stance on this level is much more 
dangerous. When the odds turn against 
you, walk away and reposition yourself. 
Beware of the mohawked gang leader— 
his punches are killers. 

Level Three moves the action to Sleezy 
Street, an appropriate title if there ever 
was one. Here you will face a gang of in- 
credibly tough female maiauders anned 
with clubs and whips. Their leader, Big 
Bad Bertha, would just love to get her 
hands on you. Avoid tangling with Bertha 
while her fiiends are around or else you 
won't stand a chance. 

Level Four casts you into the heart of 
the city, on Mean Street. Face an entire 
gang of thugs armed with razors. Here 
you can rarely afford to take on two oppo- 
nents at once, so move quickly and strike 
fast to avoid certain death. First rule of 
street fighting: never turn your back on a 
guy with a knife. 

Defeating this gang brings you to Level 
Five, the Warehouse, where you'll find 
more razor-toting thugs and their grisly 
leader This guy doesn't mess around— he 
carries a gun. It's a terrific ending to a 
perfectly rotten day. Defeat him and begin 
the whole ordeal again at a higher skill 
level. Right. Sure thing. 

Renegade is one of the mast challenging 
arcade games fve played. The graphics 
are so-so, but the action is fast and de- 
manding. Above all, this is an infiuiatii^ 
game. You'll be tempted to throw more 
than just a few obscenities at the screen 
while playing this one. Player interaction 
runs very deep here, but it's all in good 
fiin. 

If indeed a controversy exists about this 
game, it only strengthens the entertain- 
ment value. Vibrant and idive, Renegade 
is hot and highly recommended. Q 
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Questron II 

Computer Commixlore 6-1 

Fublisher: Strategic Simulations, Inc. 
1046 N. Rengstorff Avenue 
Mountain View, CA 94043 

Medium: Disk 

Price: $39.95 
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There are so many role-playing games (RPG's) available tbr 
Commodore computers tlmt it's tough to categorize them 
according to difficulty, since individual talents creep into the 
evaluation. It is also hard to determine which company makes 
the b^t RPG's. Naturally, the Ultima series, Bard's Thle trilogy 
and Wizardry senes stand out. Other than th^e, I feel that Stra- 
tegic Simulations, Inc. (SSI) has the widest variety of difficul- 
ties, themes and game play as far as RPG's go. Which brings us 
back to my first thought. Although 1 wouldn't say that Questron 
is the easiest RPG that SSI offers, it certainly stands as one of 
the mofst straightforward fantasy RPG's in their catalog. Its 
unique single-character game play made control of the game 
that much easier. SSI has continued in this vein with the release 
of the sequel to Questmn, unimaginatively called Questron II. 

Questron 11 raises a very fundamental question: Did the 
events in the first game ever take place? This question arises be- 
cause of the plot of Questron /J— to travel back in time to pre- 
vent the Evil Book of Magic used by Mantor in Questron from 
ever being created. If this is the case, then would the firet quest 
have been neressary? Yes, according to the manual, in time 
travel only events from the point of travel forward are aiTected 
by what is changed in the past — not the intervening years. This 
is a snappy way to make a new game out of an old idea— in fact, 
it's the first RPG "prequel" I can remember. Although this ques- 
tion arises, Questron U far surpasses its predecessor (successor?). 

When you feel like playing a game vrith only one character, 
the Questrons are perfect. Questron II continues with the easy 
game play established by Questron and adds a few new features. 
As in the original, all available commands are on the screen, 
and selecting one involves cycling through the list using cursor 
keys, mouse or joystick— depending on the version played. 
Movement is just as easy to execute and the perspectives (over- 
head for towns, cathedrals, tombs, castles and outside; 3D for 
dungeons) are the same. In fact, the elements of the two games 
differ in only three m^yor areas: plot, graphics and auto-map- 
ping. 

ril go through these differences one at a time to fully describe 
the Questmn 11 experience. The plot has already been ex- 
plained—the new land hasn't. In Questron, you journey through 
the kingdom of Landor and the Realm of Sorcerers to find the 
Evil Book. There are six mad sorcerers who have been "contract- 
ed" by Mantor to create the Book. You must fmd them, stop 
them and destroy the Evil Book once and for all. However, be- 
cause of the game's intermediate difficulty, this may take a 
while. 

Helping you along the way is Mesron, the good sorcerer of 
Questron, who communicates to you via the Hall of Visions, a 
place not entirely unlike the Galactic Museum in Legacy oftJie 
Ancients. Not an unlikely coincidence, since the designers of 
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The tombs and the Hall of Visions are 
tantamount to your success in Questron II, 
and you must use both resources wisely. 



Questran, Questron II and Legacy of the Ancients are the same 
people. Between communicating with Mesron for hints and ex- 
ploring the many areas In Landor, you will most certainly finish 
your quest. 

New to Questron II are over 60 monsters. None of the mon- 
sters fitim Questron are duplicated in Landor— a seemir^ly un- 
realistic transition. Instead, a new batch was thought up for the 
prequel These are a vast assortment of nasties, the worst are in 
the Reahn of Sorcerers. Read about them before you try to fight 
them. Some need not even be fought to finish the game; you 
should talk to them instead. Because you are the only adventur- 
er in Questmn II, you have to be in control at all times— even in 
the most hectic battles. Leani liow difierent weapons wifi aifect 
creatures, and keep them on hand for those times when you 
really need them. 

The graphics in Questron II are superb. Surprisingly, the 
graphics in the Commodore &! version of the game approach 
those of the Amiga version. Tlie Amiga's colors are brighter and 
the picture crisper, but the scenes are essentially the same for 
both versions. Don't expect to fmd tea many differences. In par- 
ticular, dungeons offer a new perspective on affairs. As you ap- 
proach an item in the dungeons, it gets bigger on the screen. In 
Questron, this didn't happen. Also, when attacking creatures ap- 
proach your adventurer, they get larger until they fill your view 
area of the dungeon. At this point, avoidance is impossible, and 
you better hope you brought a weapon good enough to down that 
nasty. 

The auto-mapping feature added to Questmn II is very help- 
fiil. It draws a top- view picture of where you have been in the 
dungeon level. I have become ."spoiled by autw-mapping games 
and find it hard to go back to an RPG that doesn't support this 
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feature. The screen is split down the middle in this view, with 
the dungeon-level view on the left and the overhead map on the 
right. Study this map carefully because hidden nwms and miss- 
ing walls may appear after examination of the map. 

In addition to die graphics, auto-mapping and different plot, 
there are many new sound effects to add to the list. Beeps and 
clicks are gone and audihly distinct explosions and alarms are 
heard with clarity. Having meaningful sound effects should be a 
must for any RPG designer More oft«n, RPGs are boring be- 
cause you do what you have to on the screen, and the only re- 
ward for a well-played game is a special picture or animation se- 
quence. With sounds stemming from reality, SSI has added an 
extra dimension (pardon the pun) to Questmn U that separates 
it from the boring, substandard, silent games. 

There are enough magic items and spells to 
satisfy the most avid magician-type. 

With so much going for Questran 11 that is good, you may ask 
what the down side of the game i&— if any. The down side rears 
its ugly head in the form of the copy protection. Every now and 
then, you have to enter a word from the game manual to contin- 
ue. After two tries, the game crashes. This is an unfair sj'stem to 
be used for any game, let alone an RPG or fantasy game where 
you need to save your placs oft^n because of the complexity. If 
you fail to answer the question right, you may lose many hours 
of work to an ill-suited copy protection scheme. 

Overall, Questran II has really impressed me with its new ad- 
aptation of an old game. I strongly recommend it for any RPG 
aficionado who needs a good challenge as well as the casual 
gamer who is interested in an RPG. Even magic is easy to use. 
The manual does not provide a good explanation of the place of 
magic in the Questran universe. You pretty much have to fmd 
out for yourself. There are the standard spells that you have 
used before in Questmn and some new ones. Time Sap stops 
time and Sonic Whine takes care of all adjacent enemies. In any 
case, there are enough magic items and spells to satisfy the most 
avid magician-type. The great thing is that all of the magic has 
its place— there are no cases in which a magic item is really a 
"red hening," as is so often the case with magic in other RPG's, 

A couple of more notes and then I'll let you get to your quest- 
ing in Landor The tombs are very special places. That is why 
they are guarded so well. Inside Ijie corridors of the tombs are 
many treasures, keys necessaiy to solve the game and special 
items that are needed elsewhere. But don't venture into the 
tombs (or dungeons, for that matter) until you have increased 
your strength and agility enough to survive. Good magic and 
strong weapons wouldn't hurt either The tombs and the Hall of 
Visions are tantamount to your success in Questwn, and you 
must use both resources wisely to destroy the Evil Book and de- 
feat the six mad sorcerers. 

Questmn II was everything I expected after hearing the ad- 
vance word that it was being produced. I always liked Questran 
Ixicause you didn't have to memori7£ every command, and you 
could play at a leisurely pace— at least until it started getting 
important. Questmn II brings back all of the factors I liked 
about Questmn and concentrates them into a new form. Just re- 
member not to cast spells that are in the Evil Book of Magic, 
and you'll survive with enough hit points to get rid of that hid- 
eous tome forever (maybe?). 
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Reviewed by Scott A. May 



Sporting News 
Baseball 



Computer: Commoflore (54 

Publisher: Epj-x, Inc. 

(500 Galveston Drive 
Reflwood City, CA JM0(>3 

Medium: Disk 

Price; $^9.95 



In some circles, nothing is more sacred 
or intensely worshipped than baseball. 
The sport of the gods, they say. It should 
come as no surprise, then, that the ulti- 
mate computer ba-seball game bears the 
name of "the Bible of Sports" — Sportiftg 
News Baseball. Just call it divine inter- 
vention. 

This Epj-x release captures the best of 
both statistical and action-oriented game 
play. On the names and numtiers side, it 
serves up a fascinating datiibase of base- 
ball legends, past and present. Choose 
from 26 major ie^ue teams, all accurate- 
ly represented with each player's real-life 
1987 batting and fielding characteristics. 

For baseball purists, play it straight 
with a pre-selccted American or National 
League team. For those who've always 
wondered "what if," don your mimager's 
cap and design the game of a lifetime. It 
might tie simple — or improbable — trade 
between opposing teams. Or it might en- 
ter the realm of fantasy, assembling a stel- 
lar team from over 150 baseball greats. 
Supplement young upstiuls with past 
masters, or square them off in a head-to- 
head dream match. You have complete 
control here. 

On the action side, Sporting News Base- 
Ixitl is a hard-hitting graphic feast. In 
terms of visual appeal and overall user 
friendliness, this one has its nearest com- 
petitor, Aca)lade's Hardball!, fcieal cold. 
That in itself is quite a compliment. 

Games are played head-to-head with a 
friend or alone against the computer. The 
computer makes an enormously tough op- 
ponent, one that never grows tired of tieat- 
ing you at your own game. The computer 
may also play itself for pure statistical 
game>. This mode is highly recommended 
for novice players for a number of reasons. 
It provides a sneak preview of the action, 
and gives some indication of the comput- 
er's playing style. It's also helpftd for un- 
derstanding the draft and how starting 
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lineups and batting order affect individual 
and team performance. 

After deciding on mode of play, manag- 
ers are required to pick a pi^selected 
team or building your own. In-house 
teams include all 26 American and Na- 
tional League organizations. American 
League teams are allowed to use designat- 
ed hitters. This seemingly minor option is 
only a hint of the detail to come. 

From here, both team managers may 
examine their rosters, add Hall of Fame 
playere, use the computerized lineup, 
choose their own lineup, or trade players. 
My only complaint is the lack of true 
league play. "There are no seasons, no re- 
cords kept, just one-shot games. The team 
selection process must be repeated with 
each new game. 

The game begins with a bird's-eye view 
of the baseball diamond as players scram- 
ble into position. Another curious, but re- 
alistic, detail; The crowd never stops 
cheering throughout the game, modulat- 
ing the volume of its roai- accoiding to the 
action. 

The action is viewed from several an- 
gles throughout the game. The piiedomi- 
nant scTeen offers a ground-level, catch- 
er's point of view behind home plate. This 
screen is a technical marvel, a product of 
true design genius. Featured here are sev- 
en statistical boxes framing a cluster of 
four active windows. All information is 
presented with high regard to natural aes- 
thetics and maximum clarity. Everything 
just seems to fit together, as comfortably 
as an old glove. 



An inning-by-inning line score at the 
top of the screen also feature's nms, hits 
and errors for both teams. Below this are 
three active windows displaying close-up 
views of first, second and thiiti base. A 
lai^r center window contains the pitcher, 
home plate and the current hatter, lb the 
left are three vertical boxes indicating the 
number of balls, strikes and outs. Finally, 
the right side of the screen identifies the 
batter, pitcher and their vital statistics. 

When each team has selected their 
play, a "ready box" lights up onscreen and 
the action begins. Far in the distance, the 
pitcher nods his head at the catcher's sig- 
nals, checks each base, and goes into his 
windup. The batter, meanwhile, takes an 
automatic warm-up swing and prepares 
for the pitch. The graphics and animation 
here are nearly perfect. 

Action is completely joystick controlled. 
Batting is both simple and extremely 
challenging. A box next to the batter indi- 
cates the strike zone. Inside the box are 
crosshairs used to aim the bat. Pressing 
the joystick button causes the batter to 
swing. When readying the batter for a 
pitch, secret signals may be given through 
the joystick for bunts and selective base 
stealing. 

Pitching b also deceptively simple. Al- 
though the game features only four pitch- 
ing styles — changeup, fastball, cui've ball 
and slider — players have complete control 
of each throw. Moving the joystick during 
the pitcher's windup determines how the 
ball wiU travel: low, inside, etc. The longer 
Continaed on page 106 
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The third in our exciting 
series of rough, tough and gritty 
Street Sports" games. 

INTRODUCING 
STREET SPORTS™ SOCCER. 

Time to dust off every dirly 
trick you know. Shove Pass. Dribble 
Hip. Break all the rules for kicks. 

Pick a team from a rakish roster of 
nine neighborhood kids who are any 



Or take your licks on a 
rough city street. 

To score a goal, you'll 
need to pass, slice, hook, 
head (not to mention a 
timely trip or two}, just to 
stay one step ahead of your opponents. 
Street Sports Soccer. Band-Aids and 
knee pads not included. 

BASEBALL HAS BEEN 




SFRECT SPORTS SOCCER 



ThereVe makeshift diamonds. 
Bases made from spare tires. Tbsh cans 
to avoid. Bushes. Rocks. And chain- 
linked fences. 

Those 16 cagey kids are also back. 
Each with his 
own unique 
s^le of pitching, 
hitting and 



thing but neighborlyTheyll do anything VERY, VERY GOOD TO US. 

to win. Forget fairness. This ain't crquet. It's back. Street Sports'" Baseball Our 
Play on a grassy but slippery park, major league hit from last year. 




STREET SPORTS BASKCTBALL 



You pick the 



place. The players. The teams. The 
positions. The strategy And then, you'll 










be right in the middle of it all. With 
a split-screen 



view from above 
and up close. 

Street Sports 
Baseball. It's 



s-fK»:r spoKi-s baseball the best Seat in 



the house. Your housa 

SO HAS BASKETBALL. 

Itis back, too. The same dingy alleys. 




Scruffy playgrounds. Dark parking lots. 
You'll pick threeon-a-side from the 
neighborhood's ten toughest players, 

Hot shooters. Slow dribblers. They're 
all here. The one with the great hook. 
The one who shoves underneath. The 
one who tugs at jerseys. 

Pass to the big man inside Hit the 
guard coming across. Screen the 
lanky forward. Bounce the ball off the 



chainlink fence. But watch out for the 
oil slick. In Street Sports'" Basketball 
anything can happen. And often does. 

Street Sports Soccer. Street Sports 
Basketball knd Street Sports Baseball 

Me a walk on the wild side. 



STREET SPORTS SERIES 



Commodore 64/123, Apple It & compatibles, IBMScompatiblei, Amigii 



BY 
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Reviewed by Russ Ceccola 



Speed Buggy 

Computer: Commodore 64 

Publisher: Data East USA, Inc. 
470 Needles Drive 
San Jose, CA 95112 

Medium; Disk 

Price: $29.95 



Ever since the home computer market 
bloomed and the number of comput- 
ers sold increased dramatically, the most 
popular games have been the translations 
of hit arcade games finom the shopping 
malls and pool halls to the home systems. 
Perhaps it's just the notion that you don't 
ever have to spend another quarter on a 
specific game in the arcade that makes 
the home versions the hits that they are. I 
normally have that attitude whenever I 
receive a new arcade game translation in 
the mail— until I see the game in the ar- 
cade and find it necessary to show off my 
new-found talents to those crowds of teen- 
agers who invade all shopping mall fun 
spots on weekends. 

Fortunately for us weekend warriors, at 
least one company has dedicated them- 
selves to bringing their most popular ar- 
cade games to home computers, so that 
our favorites can be immortalized forever 
in our software collections. Data East, a 
veteran of the arcades, has just released 
one of the biggest coin-takere of the recent 
past to the home coDsumers— Speed Bug- 
gy. In light of the movement for software 
companies to use the Amiga to reproduce 
the graphics and sounds of the arcade 
originals as well as the game play, Speed 
Buggy is a refreshing change. Data East's 
home version, like all the other gam^ in 
their catalog, proves that you can capture 
all of the thrills, fim, responsiveness and 
strategy of the big-shot arcade games on a 
machine like the Commodore 64, 

For those of you unfamiliar with Speed 
Buggy, the game places you in control of 
the vehicle of the title, with the goal to 
make it through five legs (or laps) of any 
of five obstacle-strewn courses that vary 
in difficulty, scenery and obstacle place- 
ment. You can jump your buggy in the air, 
or simply steer it around crash-causing 
objects, over bridges, tlirough tunnels and 
up banks. Youll quickly find that Speed 
Buggy is very addictive. I can never put 
the game down \vithout playing it seven 
or eight times. The games go so quickly 



Data East proves you can 
•captureallof the thrills, fun, 
responsiveness and strategy 
of the coin-op games on the 
Commodore 64. 



that you find yourself pushing the start 
button yet another time, trying to get fur- 
ther than before. 

Your primary objective Ls to guide your 
buggy [uiound obstacles at the greatest 
speed possible to make it to the end of a 
leg of the course and proceed to the next 
one. Although it sounds easy, there are a 
few les important goals that you will find 
yourself trying to meet along the way. 
These objectives require the correct avoid- 
ance of obstacles and use of items that in- 
crease your points. 

Tliere are many objects that you will 
come across in your travels along the 
courses of Speed Buggy. Some of these you 
won't sec until the later legs in some 
courses, others are confined to only one or 
two courses. You can divide objects into 
those that waste your time and cause a 
crash and those that help to increase your 
score. The first set of objects will stop your 
buggy in its tracks and force you to build 
up speed from kph by shifting to low 
gear and then back up again at the appro- 
priate time. These objects include: boul- 
ders, fallen trees, bushes, fences, walls 
and other buggies. Steer away fixim all of 
these inhabitants of the track, and your 
stay in the scenery of each course will be 
made more pleasant 

The objects that increase your score are 
more interesting in their methixl of oper- 
ation. You get points in Speed Buggy by 
riding along on the fa-ack. Even if you 
don't touch any of the bonus items, you 
still get points. Colored flags are strewn 
throughout the course. Every time you 
run one over, you get a certain number of 
bonus points. But that's not all! At the top 
of the screen, there are five flags in a row, 
one of each color in a randomly-chosen or- 
der If you coUect flags at any point in the 
game in the order of the row (with no limit 
on the number of flags between your goal 
flags), you get bonus points, the row of 



flags blinks, and eveiy other flag you 
touch before the flashing stops counts to- 
ward the collection of a new set of ordered 
flags. If you move quickly, you don't have 
to worry about the colors of the new flags 
you touch after finishing ofi'a set, and you 
head toward bonus points more readily. 

After playing Speed Buggy for a while, 
you'll find that your mind is occupied with 
two things: finishing the leg of the course 
and collecting a complete set of colored 
flags. Collecting flags in order adds an ex- 
tra dimension to the game for which the 
designers should be commended. You can 
also pass under gates (hke slalom skiing 
gates) to collect the point total that ap- 
pears on them. A special gate has the 
word "TIME" written on it, and if you pa^ 
under it, you collect two seconds on the 
clock for the next leg of the course, fve 
also noticed that if you touch flags after 
running under a TIME gate, it's as if you 
just collected a set of flags — you can run 
over flags in any order, and they get 
counted toward a new set. 

If that isn't enough for you speed de- 
mons, you can jump your buggy high in 
the air as well as ride it on two wheels. 
Whenever you run over small rocks or 
tree stumps, your buggy immediately 
winds up on two wheels. You collect extra 
points for this little maneuver and are 
able to squeeze through tight spots on the 
track— through breaks in fallen trees, for 
example. Don't oversteer your buggy and 
you can stay on two wheels for a long 
while. However, it is easier to hit obstacles 
in this stiite. Another aid to your mastery 
of the courses is the ability to jump high 
in the air over obstacles. This happens 
when you run over a log in the road. You 
fly in the air and can steer to come down 
in strategic spots. The only problem Viith 
jumping is that you may miss flags and 
TIME gates. Be selective! 

Score is not important in Speed Buggy, 
except for vanity's sake. During a game 
session, the top scores are ranked for each 
course and registered with the player's 
three initials. This is a nice touch, but it 
would have been much more effective if 
the high score tables were saved to disk. 
Most home versions of arcade games have 
this feature, and I can't understand why 
Data East didn't include this on Speed 
Buggy. Maybe there wasn't enough room 
left on the disk for such a table. Other 
than this little personal preference. Speed 

Continued on /Ki/,'f 108 
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un\\\ha screens mofes up aV^rld full of lostles, inns] 
cities ami dungeonijlhat take months to'expfore. An^ 
exceptional soumtrbck sets the mood for wandering; 
tombot and nighttime sequences thrMghjbir*! 
magical land/A must for everyone slibrfify! 



QUEST AND EXPLORATION GUIDEBOOK AVAILABLE to help you (ontplete the Faery 
Tale Adventure! 

All Miiiaillusions tnTenoinmenland Educotiongl ptoduiKaie developEd eipedollrfoi ond m: 
ovuilulilesn Amiga, CM/2IS, MAC, Apple ll/GS, and PU M^ DOS/To ndyloirmts. 





Um ChoKwoMh St., GrDimda Hills, CA 91344 Inside CA 818/360-3715, Oulsidc CA 800/522-7041 



SEVEN WAYS TO MAKE YOUR 
COMMODORE ^JQ^ 

t } EXPLOSIVE COMMANDO RAIDS. 




Mqw yqu can lake ifrc worfti's number one ^r^adit ^arrte homttf AH f/w action -f^Kketi arcBdtt XhrUh of 
this awesomo hostjigii rescue are rcsify for ho/rie vnho play. 

2} SUPER-HUMAN WARRIOR LORDS. 




Now you c&n thnii to ons of tfw tiyyest-ever cokt-op hits on your tiui -i ; 
graphics takes you to a mag/ca! brid of nufventuro and exciterrtent. 

!/li t},\'tY'^A.\U SIV }GW.f J ■'■'■' 
T^ito^ Arkanofd,^^ RsnegadeJ'^ Akon™ Bubb/e BobbfeJ*^Sky Shark!» Rastan^^ 
and Operaifon Wo!f^^ are Iraifemarks of Taito Anjerrca fnc. Copyright 




r. Rastm's mtnd^btowing 



tJ J9BS Aifnghfi reserved. ComiiKKioro is o tradenwfk of Comrrwdtire Efectrvnics, 
ltd. Advonisonwnt by: Qusffy & Comp&ny, inc. (Cf}tcagol 
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3) BUBBLE BLOWING DINOSAURS. 



6) OUTER SPACE GRID MONSTERS. 




irb^ pil 1 1 mijiiilM ill fir [fMi-^Mritr" 



Ttw tj g^fne tn Evnope for 3 months. Scramtfe ihrough tOO ^mrvfns as your 
brontossurus busies. Bub jnd Boi^ drive you cm^y with non-stop action, 

4) DEATH-DEFYING ACES. 




Take the orcode*s fDesnest air tatth home hr kaeps. Strap tn far t^xpfosiva 
hiyh'tiying action, fiofifon for your fife as you soar thfoutjft mcfmiibh t}hi()hi(:s.. 

5) INTER-PLANETARY WARFARE. 





Don't settiff for imitations. Ttw game vatfd 'bne of thit best home video games 
ever' by Eiectmnic Gam^ Player MogaTtnff is ready to biaSJ into yottr home. 

7} RAGING STREET RUMBLES. 
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Now you L-tf/ f bhsi into unti vf the hottest arcade sptKe games right in your own 
home, it's the uitsmate inter -piar^etary combat VbuVi? never ssen actiorf (ike this, 



This !5 thi? originut urf.Mit} hi!. Thrift to tfie arcade quafity grapftics of this fest- 
puiiud, street^ style kurafe brnwf. Fimf out wtiitt rtJitf iKtion is aft aboutf 

Taito games will make your Commodore 
scream with the sights and sounds of arcade 
action, adventure, survival, destruction, heroes, 
villains and heart-pounding thrills. 

These are the world famous arcade originals 
and they're ready to wail on your Commodore. 
Arkanoid,"-' Alcon',''' Bubble Bobble'," Operation 
Wolf;" Rastanr Renegade'" and Sky Shark'" 
will make your Commodore do things you didn't 
think were possible. 

Everyone knows that arcade games are the 
benchmark for all other video games and Taito 
has been an arcade leader since W53. Since then 
we've made over 1,000 classics for arcade and 
home play. Count on Taito to bring the heat of the 
arcade to your home computer. 

Buy Taito products at leading stores every- 
where. Visa/MasterCard holders can order direct 
anywhere in the U.S. by calling 1-800-663-8067. 



AMIGA SOFTWARE REVIEWS 



Reviewed by Efvin Botx) 



Starglider II 

Computer: Amigji 

Publisher: Rtimbii-cl Softwai-e 
;3885 Bohaiinon Drive 
Menlo Park, CA 94025 

Price: $44.95 



Here we go again. I've often railed 
against the Rainbird practice of in- 
flicting novellas on those of us who wish 
only to play good computer games, and 
with Starglider II they're up to their old 
tricks. 

Usually I adviise readers to avoid the 
novellas as I do. In the most recent case, 
however, a certain IS-year-old in my 
household misplaced one of Starglider IFs 
three pieces of documentation, and I was 
forced to read part of the novella in oi-der 
to learn the purpose of the game. The re- 
sult, after about five pages, vias intensi- 
fied search efforts and dire threats; at last 
the third booklet was located. 

Even the Playguide is written in a form 
that the folks at Rainbird seem to think is 
dramatic narrative, the difference being 
that the Playguide is necessai^'. 

Once the written work is discounted or 
misplaced, you're left with Starglider II, 
which happens to be a very good game. 
The plot summaiy reveals tliat the 
Egrons are building powerful beam projec- 
tors on the seven moons of the planet 
Millway in order to protect a vast space 
station (a DeathStar?) that is under con- 
struction. The .space station will be used 
against your home planet, so you must nip 
their nefarious plans in the bud. 

lb do this, you've been given command 
of the Icarus Starglider. Unfortunately, 
the ship has just finished its testing 
stages. While it is equipped with a star- 
drive, it has been stripped of all unneces- 
sary weight, including the usual weapons 
complement. 

In order to equip yourself with weapons 
and to refuel as necessaiy, you'll have to 
destroy pirate vessels and pick up their 
ca^^oes with your tractor beam or, in oth- 
er cases, perhaps go from planet to planet 
and retrieve the components necessaiy to 
build weapons. Your single plasma laser 
will not be effective gainst your main 
target. 

Alternative methods of refiieling in- 
clude capturing asteroids in your tractor 
beam and when they explode (as they will) 




Besides space 

pirates, you'll 

contend with 

space mines, 

planet-bound life 

forms, fuel 

and weapons 

shortages. 



make use of the methane particles re- 
leased, Or use direct solar energy by skim- 
ming the corona of the sun. Either choice 
may be hazardous to your health. 

The two great strengths of Starglider 
are the solar system and the control panel. 
The Soltices Systems consists of five pkm- 
ets and several moons, each with its own 
characteristics. With the routines built 
into the game it is possible to fly off the 
surface of one planet, zoom through space 
and land on the surface of another— in a 
continuous journey. Or you can skim the 
surface of a planet and watch the sky 
change fiiom night to dawn to daylight. 
(Most planets in most space games are 
flat, and this does not occur.) Such rou- 
tines speak well for the manner in which 
the graphics and the transitions are han- 
dled. 

Each planet has different . . . well, life 
forms, and it will be up to you to decide 
whether they are hostile and if so how best 
to dispose of them. It may be that you'll 
have to go procure a special weapon and 
then return te do the job. 

Not only can you skim over or land on 
the surface of the planets, you can also go 
through them thanks to a system of tun- 
nels. Within these tunnels may be 
branching tuimels or even repair and re- 
fueling stetioas, and you'll need to look for 
them if you are to survive the game. 

The control panel is before you at all 
times, giving Starglider II the look of a 
simulator, and it is a marvel. Convention- 
al instruments have been replaced by ho- 



lographic displays: for example, increase 
your speed and a transparent 3D bar 
(much like those on fancy bar charts) 
grows te show the relative increase; select 
a new weapon and a hologram of that 
weapon appears on the right side of the 
console, like the neutron bomb represent- 
ed by a roiling mushroom cloud. 

In the center of the control panel are a 
color radar screen and an attitude indica- 
tor which moves in three dimensions to 
show the current attitude of your ship. 
Weapons stores, shields and fiiel are rep- 
resented by 3D bars similar to the one de- 
scribed above. 

Conventional "digital" displays at the 
top of tlie screen show your X-Y coordi- 
nates when skimming a moon or planet 
along with your score and a digital clock. 
At screen bottom is a message line to tell 
you of space mines, space pirates and oth- 
er hazards, Ifs extremely helpful — it also 
tells you when you have been destroyed. 

Control of your ship is by a mouse/key- 
board or joystick/keyboard combination, I 
prefer the mouse baause more controls 
can be operated with one hand. With the 
right button pressed down, speed is ad- 
vanced or retarded; with no buttons 
pressed the flight attitude is controlled; 
the left button fires your plasma laser. 

Besides space pirates, youll contend 
with space mines, planet-bound life forms, 
fiiel and weapons shortages and all the 
other things that make life worth living. 

If you have only average arcade abili- 

Contiiiiied on fiage 108 
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The ultimate in sound... The uhimate in savings. 




GET C COMPACT ^ 
O DISCS >^^ 

FOR THE AMC 

PRICE^Fi/nlC 

With nothing more to buy ever! ] 

] And...take advantage of our 
INSTANT HALF-PRICE Bonus Plan! 



200553. John Lsnnon: 
Imagine' Sou ncttractc. 

Jeakjus Guy, Mother, 
mofe. {Capitol) 
174323. G&orge Har- 
rison—Cloud Nirie. Got 
MyMind SelOnVfau. 
monj, (OaE^ Horse) 
134347. Huey Lewis: 
Snull World. Lntsst 
9000 thme rocKers rn. 
eludo Petfeci Wottd. 
mom. (Ctirysnlis) 
1153SS. Vivaldi, The 4 
Seasons— Tremr Pin- 
nock. (AfCtliv D(Gf7Al.| 
1B0ia7. Bruce Kornsby 
& The Range: Scenes 
From The Soulhslde. The 
Mcyfioad. mors. (RCA) 
10000B. Rar^dy Travis: 
Old eKiO.Monky Tonk 
Moon. Deeper Than Thr; 
Holler, rr^oro. (Warncr- 
Bros.) 

12St79. TchalliDviliy, 
1612 Overture; Nut- 
craclcer Suite; mora— 
SollJ, ILontion DIGITAL) 
1636J9. Whitesnake. 
Still 01 TtieNiglil. Give 
Me All Vour Love, more, 
(Gellen) 



Phil Coriins 
BlJSTI-i; 




i J^k^^, 



100517 



200596. UZ:ftat1le& 
Hum. Live iol includes 

I SMI Haven t Found 
WJihiS I m looking For. 
Desife. mofe island j 
1S2522. Dirty Dgndng' 
Original Soundtrack. 
[IvQ Had) Th3 Time Of 
My Life. more. (HCAJ 
20047B. Melftlllca: And 
Ju»1lc« For All. Onts. 
Bloc»ioned. tillo songn 
more, (Elytra) 
100603. Kenny G: 
SklhDuetle. We'v& Saved 
Tine Desl For Last, more. 
(Anstn) 

154404. Chicago 13. 
Oont Warna Live Wi!h- 
ou] Your Love. Heart In 
Pieces. Pic. fRpprtso) 
115457. nzhakPerlmam 
FrorKh Violin Show- 
plscflu: CdfmiDn-Fan- 
I4i3y, Havanatso, mora. 
{DG DtGITAL\ 
14457B.ThDjudd9: 
Greatest Hlls. Gevq 
A LiMic! Lvjn, Mnma 
He'sCrajiy. etc. RCA 
223553. Beach Boys: 
Endless Summer. 
20 Greatest Hits. 
11530G. Handel, Wator 
Music -Trevor PJnnocl<. 
(Archiv DIGtTAL) 
10D601. Smi4M}£Oi 
Clflsaica, TxiKcj Me I'm 
Vburs, Striking Malchos, 
Tough Low, more. (AAiMI) 
104898. Crvjim: Disraeli 
Gea ra . S unslti n^ Of "tbu r 
Love. more. {PolydorJ 



173233. Jamas Galwayi 
Gf»ato»t Htu. If^CA) 
154633, SlovB Win- 
wood: Ron With n. 

Donl 'Voii Know What 
T^ieNigtitCanOo?, 
Hotdtr>g On. etc. (Virgin) 
100470. Vangelia: 
Dimct. {Anr.Ea) 
1S3582. Tracy Chapman: 
Fast Car. Ta^kin Boul 
A Revolution. Baby Can I 
Hold Vou. fitc jEleHtrrt) 



% 



Unlike other clubs, you ge! 50%-off 
Bonus Savings with every CO you buy 
al regular Club prices, effective with 
your first full-price purchase! 



POROWITZ 
HaysMOZAin 

CoiKtito 

Souu 
N>.U 



i 
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15S854. WWIne^ 
Houston: Whilney. 

Didn't Wo Almost Haw; II 
All. elc. (Arista) 
150313. Van Ksien: 
OU812.(WarnoiBro3.) 
134073. Richard Marx 

-Hold On To The 
NK)hl5. EncJFesi^ Summer 
Nights, StKHJld'vo Known 
U(illfrr,otc. (FMI) 
163579. Segovia Plays 
F>onco, Rodfrlgo & 
TorrobD (MCA) 
100579. K.T. Oalln: This 
Woman. Monrjy. litlo 
song. Hoy &obby, etc. 
(RCA) 



START NOW WITH 4 COMPACT DISCS! 

Yes, pick any 4 compact discs shown he re I You need buy just one 
selecitonat regular Club prices (usually $14.98-$1 5.98). and lake 
up to one full yea no do it. Then you can choose another CD tree as a 
bonus. That's 6 compact discs lor the price of 1 and Ihero's nothing 
more to t>uv,..BVBr! (Shipping & handling added io each shipment ) 

HOW THE CLUB OPERATES 

Ybu select Irom hundreds ol exciting compact discs described in the 
Club^ magazine and mailed to you approximately every 3 weeks (19 
times a year). Each issue highlights a Featured Selection in your 
preferred music category, plus alternate selections. If you'd like the 
Featured Selection, do nothing. It will be sent to you automatically If 
you'd pfBler an allarnalo Selection, or none at all, just return Iho card 
enclosed with each issue of your maga2ine by the date specified on 
the card. You will have at least todays to decide, or you may return 
your Featured Selection at our expense. Cancel your membership at 
any lime after completing your memljership agreement, simply by 
writing to us. 

FREE 10-DAY TRIAL 

Listen to your 4 introductory selections (or a full 10 days. If not 
satisfied, return them with no further obligation. Vbu send no money 
now, so complete the coupon and mail it today 



100035. nobert Palmer: 
Heavy Nova. Sin^ply 

Ir/esjslil^le, elc. 
lEMI-Manhatlan) 
120768. 20 GreelDst 
Love Songs Of The &0s 
& 60s. (Laurin) 
123721. Jimmy PaQe: 
Oulridar. (GaMnn) 

134321. Led Zepoelln. 
Housoa Of The Holy 

The Song Ftcmjiins Iho 
Same, more. (Atlantic) 
105392. Pops In Space 
— BoslonPopS' Williams: 
Slar Wars, Superman, 
moro, (Philips DIGITAL] 
17340e.Jau CD Sam- 
pler. 15 perlormaneos 
frorn Loui^j Armilrong, 
ollmr;-.! (l>olyGram) 
123790. James Taylor's 
Greatest HUB. Firo And 
Rain. SwtHri Eiahy .lames, 
more, (Wnrncjr Hro:i,| 
154537. early Simon; 
Greatest Hits Live 
Antrcipation, Vbu're So 
Vain, more. I Arista) 
115541, Bach, Branden- 
burg Concertos 1-3- 
Pinnock. (Arciiiv 
OiaiTAL) 

172190. Elvis Presley: 
1(1 No, t Hits (RCA) 



134257, MoiafI, Over- 
lurfis. Marnner, (Angel 
DIGITAL) 

100S91. Steve (Miller: 
8orn To De Blue. Va. Vh, 

nyoie (C.ipilol) 

273985. Sting: Nothing 
LllioTheSun.WollBo 

To(jt'tJi(:i. iTlore (A&MJ 

134647. J, R Baker: 
RhapSOciy In Electric 
Blue. Gershwin on 
synthesizer ' (Newport 
Classic DIGITAL) 

244006. Simon li Gar- 
tunliet: The Concert In 
Central Parlt. |1 disc] 
(WLirner Bros) 

124705. JelhniTUII: 
Aqualung. (Crirys:ilis) 

1 34408. DauidSanborn: 
Cl0»e-Up. Slam, Vou Arc 
Evoryltiing, Way. elc. 
[Wafnor Bros.) 

153606. INXS: Kicl(. 

Need You Tonight, Nevif 
Son sal ion, etc. DIGITAL 

(Atlantic) 

153621, Beethoven, 
Symphony No. 7; 
more. Moy^il Hint 
Pravin (RCADfCfMLI 



154165. Bob Oy Mcl^r- 
rin: Simple Pleasures. 

Don I Worry Be Happy. 
All 1 Want, etc. (EM1( 

125264. HorowiU in 

Moscow— Scailani, 
Mozarl, Rachmaninov, 
oiriors. (OG DIGITAL) 

144313. Classic Rock: 

Vbl.I.E Hon John: 
Bonnie & The Jets, 
more. (MCA) 

170348. Guns 'N' 
Roses: Appetite F^r 
Destruction, Welcome 
To The Jungle, It's So 
Easy, elc. (Geflen) 

163322. Ellon John: 
Greatest Hits, Vol. 1. 

^ur Sonn. Daniel, 
others, (MCA) 

160027, Alabama ; 
"Live", Love In The First 
Degree, There ^ No Way 
Dixieland Delight, olc, 
(RCA) 




130230. Crosby, suits, 
Nash S Young: So Far 
(Gt^atest Kits). Suite: 
JudyBlueEyES.more, 
(Atlantic) 

124546. The JMoody 
Blues: Sur La Mer.l 

Know You're Out There 
SomewfioTe, No Lies, 

etc. (Thresfiold) 

143293, Glenn Miller 
Orchestra: In The 
Digital Mood. (GRP| 

114780. Cinderella: 
Long Gold Winter. Gyp- 

syRoad.DontKnow 
What YouGot (Till IIS 
Gone), elc, (Mercury) 

154358. Slatkin Cen- 
ducts Pictures At An 
Ex hi bit ion, more— 

(RCA DIGITAL) 

144659. TtiB Best Ot 
The Spencef Davis 
Group, Steve Winwood a 

Co. onGimaioSome 
Lovin, elc. (EMI) 

1003S2, Diane Schuur: 
Talkln'Baut Vou. Title 

song. Fonny(ButlS1l1l 
Love Wju). etc. (GRP) 
104857. Benny Good- 
man: Sing, Sing, Sing, 

Title song, more, (RCA) 



COMPACT 



= CLUB= 



m^ iHi YOUR SAVINGS START HERE ^ p^ ^ 1 

Mall to: BIWIG Compact Disc Club 

PC, Box91412/Indianapolis, IN 46219 

YES. please accept my membership in the BMG Compact Disc 
Club and send mo ttto four Compact Discs I've indicated here, billing me lor just ship- 
ping and handling under the terms of this ad, I reed buy just 1 CD at regular Club prices 
duringthenextyear— altorwhichlcanchix)seaFREEbonusCD!Thafs6fottheprtce 
of 1 ,,, yifith nothino more to 'buy Bveri (Shippino & handling is added to each shipment.) 

R USH ME THESE 4 CDs (indicate by number): 



D 



JL 



I am most intorostedm the musical cat ogoryl 1 \J EASY LISTENING (insi.umertai Vocal Moods) 
checkodtiere- butlmayalwaysleelfreeto 1 2 D COUrJTRY 3 l~~l HAflOROCK 

choose (rom any (Chock ono only): J 4 Q POP/SOFT ROCK 5 D CLASSICAL 
DMR. 

n MRS 

D MISS Fk5i Mtmo Initial Lest Name (PLEASE pniNT) 

Address AgL 



] I 



City 



State 



Telophone ( 
SiqnatufB 



VftTM (BU) 



BMGCkimpMDiJcDub 

6550 E. 3<S(tSI , tadanipolis, IN 4621 9-1 194 



CD588 



[dJd§(I 



■iD 



Limied eo new me^nbtrs. coniinerit^l USA only. CLirrsnt CD Club meiTib«r$ not e^i^iliie lor mis oHtr On? 

m<mE»rship ptr larniiy We reserve the right to request additional intortnaiDon or reject any apphaiaon Local 
laiies. It jny. will be added 
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CLImate and 
DiskMaster 

Computer: Amiga 

Company: Progi^essive Peripherals & 

Soflwju'e 

464 Kaliimath Strat 

Denver, CO mm 
Price: m.%(CU)}mte) 

$59.95 fDwW/HsterJ 



CLImate and DiskMaster are both 
utiht>' pragrams designed for Amiga 
users who are dissatisfied with either the 
Workbench's Hmited power or the CU's 
(Command Line Interface) demanding 
command structure. Both programs per- 
form like electronic hands which help the 
user squeeze all the power out of the Ami- 
ga's DOS (Disk Operating System)— intu- 
itively. 

Although both programs share some 
similar features, each has strengths which 
will appeal to different users. CUmate is 
simple to use and requires almost no 
knowledge of CLI. DiskMaster, the more 
powerfiil of the two, can also be put to 
work straight out of the box but has op- 
tions which enable the user to do much 
more, including customize the program to 
fit particular needs. For that reason, Diak- 
Master will appeal to the more exper- 
ienced and demanding user while CU- 
mate will he welcomed by the entry-level 
Amiga owner. 

CUmate 

Climate combines the lx3Ht of both 
Workbench's and CU's envhonments 
without inflicting the limitations of either 
native interface on the user While Work- 
bench is easy ia use, it lets you work only 
with visible files which have icons {.info 
labeled files) attiiched to tliem. CLl's pow- 
erfiil advanLtige is that it lets the aser is- 
sue commands directly to DOS, but its 
complexity can be veiy confiising, espe- 
cially to new users. 

CUmate gets around these two prob- 
lems by combining the best of both in a 
format which both novia* and expert users 
of the Amiga can handle and appreciate. 
Like Workbench, CUmate is mouse driv- 
en. Tb issue a command you simply point 
and click. But because the program goes 
far beyond Workbench's smface DOS con- 
trols, you can examine all the files and di- 




Flexible program 

design means each 

user can customize 

DiskMaster to 

respond according 

to his or her 

personal needs. 
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rectories on a disk. And with little more 
th^m a click of the mouse, you can re- 
name, delete, copy, move files; examine 
IFF files; print files or documents; and for- 
mat disks. 

Anyone who has ever tried to move a 
new printer driver (or any non-icon file) to 
Preferences will appreciate CU mate's 
simple solution to that dilemma. If you 
know anything about CLI, moving a file 
(like a printer driver) finom one disk to an- 
other is no trouble. But if you operate your 
Amiga from Workbench only, this task is 
impossible. 

CUmate makes routine DOS chores 
simple. For instance, to move or copy a file 
(invisible to Workbench) you simply put 
the disk containing the file you want to 
move in one drive and the disk you want 
to move the file to in the other Then you 
scroll through the directory of the destina- 
tion disk until the printer DEVS ditiectory 
is opened. Next you highlight the it'quired 
file on the source disk tmd click on the 
icon labeled copy. The entire task takes 
less than two minutes. The same task 
could have been done as quickly fiom CLI, 
pn)viding you knew the syntax of the re- 
quired commands and the location and 
correct spelling of tlie directories and files 
you needed to move. Copying such a file 
would have been impossible using Work- 
bench alone, since DEVS files do not have 
icons attached to them. 

I agree that duplicating a file is a rather 
simple task and hardly justifies the pur- 
chase of a DOS utility program like CU- 
nwte. But the program is worth owning 
because it can do more than simply copy 
and move files. It will work with either 
one or two 3.5-inch floppy drives as well as 
a 5.25-inch drive. It works just as well 
with one or two hard disk drives and fully 



supports a RAMdisk. And because it cre- 
ates a fast directory of every disk it exam- 
ines (this feature can be toggled on or oS), 
the access time required by DOS in fiiture 
operations on that disk are greatly re- 
duced. 

Climate fiilly supports multitasking 
and RAM expansions, so you can use it in 
tandem with other software. Its two dis- 
play windows let you compare and man- 
age files on two disks simultaneously and 
fail-safe prompts prevent you from acci- 
dentally changing or moving a file. 

1\vo of the ftiendlier featiu^s of CU- 
mate are its ability to both examine files 
(ASCn or HEX output) and dump them to 
paper Nearly every conunercial or public 
domain disk contains at least one "Read- 
Me" text file, lb examine^these files, all 
you need to do is highlight it and click the 
icon labeled DISPLAY, ff you want a hard 
copy of the file, there is a friendly option 
here too. Again you simply highlight the 
filename and then click on the PRINT 
icon. The option lets you adjust ma:i:^ns, 
page lengths and include or exclude head- 
er information and the date. Another 
time-saving option for those who have a 
hard time managing a graphic library is 
the utility's ability to display IFF files (re- 
gardless the resolution). With it you can 
quickly view all your files, oi^anize them 
according to content, rename those misla- 
beled and delete those you no longer need. 
The power of this option is that it lets you 
go through scores of graphics in a fi^ction 
of the time it would require using the 
original graphics program used to create 
them. 

Despite CUmate's power, it does lack 
some features. Its most serious sin of 
omission is the lack of a command to 
RUN programs. Oddly enough, though 
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Anyone who has ever tried to 
move a new/ printer driver to 
Preferences will appreciate 
CUmate's simple solution to 
that dilemma. 

you can do almost everything but edit a 
program from within the utility's shell, 
you can not run a program with it. This 
omission is most noticeable when using 
public domain programs which more often 
than not must be handled from CLI. 

Another annoying flaw in the program 
is the way it moves directories. If you du- 
plicate or move a directory from Work- 
bench not only is the directory created, 
but its icon (graphic symbol) is as well. 
But when CUmate moves, duplicates or 
creates a directory, the icon (.info) file is 
not created. So if you are moving a direc- 
tory from one disk to another, you must 
remember to move its ".info" file as well to 
be able to access it from Workbench. 

One feature which CLI mate has that no 
other DOS utility includes is the option to 
create 'Tast directories." This feature has 
attracted both praise and boos from users. 
Each time the program reads a directory 
for the first time, it creates and siives a file 
containing the filename. Then the next 
time you access that directory with CU- 
mate it uses the fast directory file instead 
of wasting time reading each individual 
file. The original version oWLImate did 
this automatically, but the current ver- 
sion has an icon which you can activate so 
these "fast directories" tm; optional. As a 
hard drive user I like this feature, sin(» it 
lets me access files almost instantly Oth- 
er users complained about the files this 
feature created and the amount of disk 
space (very little) they required. 

There is one last annoyance I should 
mention. Each time you change a disk's 
intents using CUmate (providing the 
"fast directory" is on) it updates the "fast 
.dir" file. But if you update the disk vrith 
some other interface (Workbench, CLI, 
DiskMaster, etc.) the changes will not be 
recorded on the 'Tast.dir" file CUmate 
made and will not be visible to the utilify 
unless you click on the "Read" feature. 
Until you understand what is happening 
this can be confusing. But all the "miss- 
ing" files will appear as soon as you tell 
the program to read the real directory in- 
stead of the "fast.dir" file. Until I figured 
out what was happening, I feared CU- 



mate was corrupting my files. Now that I 
know better and know how the program 
handles the directory information, I think 
the speed gained by "fast directoiy" far 
out\veighs the inconvenience of occasion- 
ally having the program reread the disk's 
directory. 

CUmate comes with a tiny but useless 
manual. There is nothing wTong with the 
manual (it's well ™tten and inJForma- 
tive), it's just that using the program is so 
intuitively designed that it doesn't require 
a manual. Thankfiilly, the program is not 
copy protected, so you can include it on 
your Workbench disk or any other disk 
you use regularly. And because it was de- 



signed with multitasking in mind, you 
can use it along with any other multitask- 
ing software. 

DiskMaster 

It never seems to fail— as soon as you 
feel comfortable wth your system's setup, 
somebody introduces a "new and im- 
proved" product you can't resist. That sce- 
nario fits the introduction oWiskMaster 
perfectly. But what was surprising was 
that both DiskMaster and CUmate are 
marketed by the same company. My first 
question was whether the introduction of 
DiskMaster meant the demise o( CUmate. 

Contijiued on page 102 




3 entertainment triumphs from FIRST RO^ 

^ jTaK CMrlilE people who brought you ELITB" 

-k The HONEYMOONERS ''"" ''' """"'^ ""''' "' 



Ralph and Ed 



^ The TWILIGHT ZONE 



Out of the 6th dimension comes 
the long-awaited graphic thriller 

S computer games destined 
to rise to the "Top of the Charts"! 

CHECK YOUR LOCAL RETAILER 
OR CALL DIRECT 21 5-662-1 400 



FIRST ROW SOFTWWRE PUBUSHING, INC. 

3624 Market Street, 3rd Floor 
Philadelphia. PA i 9 1 04 
(2)5)662-1400 

TTia Twilight Zone oi98B CBS, Inc. 
Ttis Honoymoonors *'19BB VIP Corp. 
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KONAMI HITS ARE HEADING HOME. 

With our new software, your favorite arcade games come alive 
:■ ' — - I on your liome computer. r=i= *^^ 

: >^- Ifyou own an IBM, Amiga or Commodore """■.; 

; _:- ^ computer-WatchoutI Because 4 of Konami's .,,; 

^ most awesome adventures are about to invade, '^^y'^ 

:^ You'lf confront the missions you've dreamed 

, * of in Rush *N Attack, Contra, Jackal and Boot ' , 
^ - - J Camp. And you'fl find yourself face to face [L 

' against unequaled challenges, with incredible 

graphics, awesome music, and sound effects 

that'll blow you away 

So check out Konami's newest action 
wherever great software is sold. And be 
prepared for war 
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YOU'LL FIND 
KONAMI GAMES IN 
THESE STRATEGIC 
LOCATIONS. 

BABBAGES 

CHILD WORLD AND 
CHILDREN'S PALACE 

ELECTRONICS BOUTIQUE 

FEDCO STORES 

LIONEL KIDDIE CITY, 
LIONEL PLAYWORLD AND 
LIONEL TOY WAREHOUSE 

TOYS "R" US 

WAREHOUSE 
ENTERTAINMENT 

ZAYRE 

(Boston and Washington D.C. Area Stores Only.) 



Attention Dealers: 

For further information on Konami's fine 
of computer games, call customer service 
at (312) 595-1443. 



KONAMI 

Only Rush 'N Attack and Contra will be available 
for Amiga in 1 988. S' 1988. Konami Inc. 
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AMIGA SOFTWARE REVIEWS" 



Reviewed by Russ Ceccola 



The Hunt for 
Red October 



Computer: 


Amig*a 


Puhlisher: 


DataSoft 




19808 Norclhoff Place 




ChaLsworth, CA 91S11 


Price: 


,^19.iiG 



When was the last time you saw a 
book translated successfully in spir- 
it and plot to a computer game? Doesn't 
happen often, does it? It certainly does in 
the case of The Hunt for Red October, the 
DataSofl game that is based on the best- 
selling book by Tbm Clancy. Tlie Hunt for 
Red October (HFRO) uses the adlest ex- 
tent of the Amiga's power^from the de- 
tailed graphics and excellent sound effects 
to the speed and slickness of the game. 

What made Clancy's book so popular 
that they decided to design a game around 
it? Wliy, the neat plot and presence of a 
unique submarine, of course. HFRO, both 
the book and the game, places you in the 
role of Marko Ramius, conmiander of the 
Soviet fleet's mret prized possession, a 
submarine that can move virtually unde- 
tected by enemy radar— the Red October 
You have decided to defect to America and 
have scheduled a rendezvous with Ameri- 
cans. There are many problems involved 
in defecting that you have to overcome to 
win the game. 

The secret system (caterpillm- drive) 
that the Red October uses when it wants 
to propel itself silently through the water 
makes it a very important vessel and re- 
quires the presence of a political ofScer 
who would see through your plans and try 
to stop you. You've already killed him and 
sent a confession back to Moscow that also 
explains your defection. Your real orders 
were to patrol the eastern Atlantic. After 
killing the political officer, you changed 
the mission so that it points you to explore 
the eastern American seaboard for U,S. 
Navy vessels, a bogus mission that the po- 
litical officer would have noticed. 
Mrecow already knows you're trying to 
defect. 

The enlisted men on the ship don't 
know of your plan to defect, but the rest of 
your officers do and are defecting with you 
or are ready to die trying. You Imve to not 
steer too far away from the course that 
your fraudulent plan involves, yet stili 




You have decided to defect to 
America and have scheduled 
a rendezvous with 
Americans. 



make the rendezvous point with the 
Americans, where a leak from the nuclear 
power station will be staged to evacuate 
the crew of the Red October to a waiting 
American vrasel. Pretending to go down 
with the submarine, you will switch the 
Red October for an aging American sub- ; 
marine, the Americans will obtain Red 
October, and you will have defected suc- 
cessfully 

Unfortunately, there are still other 
problems that might come into play. First, 
if you threaten any American vessel, the 
Americans will join Russia in trying to 
find and capture you. The Americans' i 
only goal is to obtain Red October— any- 
thing that you do that makes them lose 
feith in your desire to defect will turn 
them off immediately. So be careful. The 
Soviets have only one mission — to capture 
Red Octolxr and prosecute the renegade 
officers aboiird— you included. Walking a 
fine line between the two powers is what 
made the book so successful and the game 
so fim to play. 

In HFRO, you control the submarine in 
order to carry out the plot. You must avoid 
contact with ail Soviet submarines and 



surface vessels, yet reach the rendezvous 
point vrith the Americans without show- 
ing any signs of hostility toward them. 
Control of the game is done entirely 
through the use of icons on the scr^een to 
relay your commands to the Amiga. Selec- 
tion of icons calls up different screens, as 
well as menus and other choices. The bulk 
of your tasks in HFRO lies in the areas of 
navigation and identification of sonar 
traces. 

The main screen of HFRO is divided 
into four areas: the message window, 
the main display window, the main con- 
trol panel and the officer icons. The mes- 
sage window at the bottom of the screen 
beneath the main display vrindow is 
where all sonar traces are seen. The win- 
dows also show interceptions of other 
ships' communications picked up by your 
Electronic Surveillance Manual (ESM) 
circuitry and the reports of changes made 
to the ship's navigation viiriables and oth- 
er choices made by you from the officers of 
the ship: sonar, engineering, weapons and 
periscope. The main display vrindow can 
have one of three views: the standard view 

Conlinued on /xigL' 107 
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SEVEN TIMES BE 



If we told you there's 
something that's 
seven times better 
than GEOS: "would 
you believe it? Well, 
believe it. It's called 
GEOS 2.07" And it's 
filled with new fea- 
tures, including the 
one thing you'd expect 
from a package bearing 
the GEOS name. 

Power. 

Not the kind that 
sends a small surge 
through your creativity. 
We're talking about major 
productivity power. 

GEOS 2,0 is supercharged 
with new strengths that make 
it the most powerful source of 
integrated software your 
Commodore 64's ever seen. 
And what isn't completely new 
has been radically improved. In 
fact, we actually included other 
applications- — products we 
used to sell separately — right 
into this package. 

For example, 
the entire con- 
tents of geoWrite 
Workshop, in- 
cluding geoWrite 
2. r"(the full-fea- 
tured word pro 
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columns. 
It doesn't even mat- 
ter if the text is from some 
other Commodore-based pro- 
gram. Because GEOS 2.0 con- 
verts it with one simple point 
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cessor) have been added along and click. 

with geoSpell?" And a new fea- There's a new deskTopl'A 

ture lets you mix graphics with new painting toolbox. And new Import text from any Commo 

text around any number of muscle that makes your mouse dore word processor such as 



much mightier, for starters. 
So go ahead. Try GEOS 
2.0. It may be our second 
version, but we guaran- 
tee it's seven times the 
experience. 

geoWrite 2.1: 
NEW! Full- 
featured word 
processor • Individ- 
ual paragraph for- 
matting • Expand 
margins to 8" • 
Left, right, cen- 
ter and full justi- 
fication • Multi- 
ple vertical 
- — spacing options 
• Headers and 
footers • Decimal 
tabs • Full page pre- 
view • Search and replace • 
Word wrap • 10 fonts in 7 
styles and multiple sizes • 
Pagination • Insert, delete, 
move or copy • Mix text and 
graphics • Special feature to 
create multiple columns, add 
headlines and 
borders • Pro- 
duce near-type- 
set quality output 
on an Apple® 
LaserWriter™ 
with PostScript."' 
Text 

Grabber"' 
NEW! 
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PaperClip,^" Easy Script,"' graphic tools, 32 brush shapes drives and a RAM Expansion 

Speed Script,"' Word Writer"' and 32 painting patterns • Unit (including the 1541, 1571, 

and others. Invert, rotate, mirror or move 1581 and RAM drives) * Multi- 

geoMergef' NEW! images • Cut, copy and paste pie file selection • Color code 
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tomized form let- 
ters and labels 
with tliis mail 
merge program. 

4geo- 
Spell: 
• NEW! Complete 
spelling resource. Viev^ dic- 
tionaries and documents v^^hile 
spell checking • Create and 
update personal dictionaries • 
Global search and replace • 
Operates 38% faster than 
before. 

5 Desk Accessories: 
Five handy utilities 
• accessible from 
within any application • 4 func- 
tion calculator • 127 page note- 
pad * Chiming alarm clock • 
Preference manager • Photo/ 
text managers to save and trans 
fer data between applications • 
NEW! Cut and paste from the 
calculator and notepad into 
other applications • Name photo 
album pictures * And more, 

geoPaint':'' High reso- 
lution graphics editor. 
Create charts, dia- 
grams or images up to 8" x 10" 
• Zoom in for detailed pixel edi- 
ting or preview entire 
page • 16 colors, 14 
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into other 
GEOS applica- 
tions • Integrate 
text with graph- 
ics -NEW! 
Stretch and scale 
images • Overlay 
effects • Stop pat- 
tern fills in pro- 
gress • New 
graphic shapes including con- 
nected lines, ellipses and 
squares • Grid function for easy 
sketching. 

deskTop: Efficient file 
and disk manager • 
View files as icons or 
text • Sort files by size, type, 
date or name • Open, close, 
rearrange, copy or delete files • 
Manage non-GEOS files • 
Access and execute BASIC pro- 
grams • NEW! Support for 2 

n Berkeley 
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notepad and files 
• Date and time 
display • Recover 
most recently 
deleted file • 
Faster file copy- 
ing • Simplified 
printer and input 
driver selection. 
PLUS: 
diskTurbo"' 
runs GEOS 
applications 
five to seven 
times faster • 
More keyboard 
shortcuts * Key- 
board or input 
device options (mouse, joystick, 
lightpen or Koala Pad"') • 31 
printer drivers support over 
70 popular printers in draft, 
NLQ and high resolution 
printing modes • Q-Link'"" 
telecommunications software. 



For orders only, call 

1-800-443-0100 ext. 234 

GEOS 2.0 

{California residents add 7% sales tax) 
$59.95 plus $4.50 for shipping and hatKiling. 

0»nnH.irr, L\ .nm iiJiifT ard tW arr lr*lrni*rtT dtCiJfTui^hijfr tk^tnitlKl, 

L[[l. tlKt*.. ip^i^^L friii.**fr proM^rsif. pco['fcr4, ipuWrrtf iM EWrV*kT 

SiftiMf k> Kf lr*Vnidrhi r/Hvck^ syL*<jflm. t>ieiifC1^ ILjiy ScnM. 

S»T.] S^TH^. Acvtr. L.JM-r^>ltrt. l^jsiSi't^. KiuU I'M]. U-lKik ^ MUiI 



Softworks 

The brightest minds are working vrith Berkeley. 
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AMIGA SOFTWARE REVIEWS' 



Reviewed by Gary V. Fields 



Shakespeare 
The Page 
Integrator 

Computer: Amiga 

Publisher Infinity Software, Inc. 

1144 (>5th Street, Studio C 
Emeryn^-iOe, CA94(i08 

Price: S225.00 



O hakespeave VI. 1 is the second release 
kJ of Infinity Software's full-color desk- 
top publishing program. The publisher 
uses a true WYSIWYG approach, includ- 
ing color. The tools and options include all 
the traditional publishing features needed 
for serious desktop publishing. 

But what really sets ShakespearE apart 
is the unique way it handles color. Rather 
than restrict printouts to only 32 or 64 col- 
ors (as most paint programs do), each indi- 
vidual frame here can handle an entirely 
different color pallet. Because of this, the 
user can import images with different res- 
olutions and color schemes and print 
them without having to sacrifice a single 
(»lor or brush stroke. Shakespeare is the 
only publishing program I know of which 
can handle graphics of any resolution {in- 
cluding mixing several in a single layout), 
and can use all of the Amiga's 4096 colors 
on a single page. The program's toolbox is \ 
filled with a healthy array of options and ; 
featin^s required for serious publishing. | 

Rather than supply different magnifica- i 
tdon scales to show its WYSIWYG display , 
window, the program allows you to open ; 
another window to display the page you ( 
are editing in miniature. This method , 
means you can edit a magnified view 
while viewing the effect of those changes 
in the small image. 

Improvements in version 1.1 over the 
original program include fixes of most of 
the serious bugs, faster operations, screen 
guides to help you properly align images, 
support of VI. 3 printer drivers, a correc- 
tion to the print page size menu (default 
now is 8 X 10 inches), and the program 
takes full advantage of expansion RAM. 

One of the major complaints about Vl.O 
was that there was no accurate way to 
align images on a page. That problem has 
been eliminated elegantly in Vl.l. Now 
when you pick up a ft^me, eight perpen- 
dicular alignment guides appear which 




Shakespeare is the only 
publishing program I know of 
which can handle graphics 
of any resolution. 

make it easy to arrange columns, graph- 
ics, headlines or any fi:'ame. Using the 
guides you can align objects as you would 
if you were using the actual arms of a T- 
square. An d to a dd to the control, if you 
hold the SHIFT key down while moving or 
sizing a fi:Bme, an arrow pointing up and 
down or left or right wi!l appear over the 
control tool restricting the movement or 
sizing of the frame to a single direction. 
The addition of these tools makes aligning 
and sizing images a snap and eliminates 
the source of most layout mistakes. 

The same ease of operation and control 
is continued in sizing and moving graph- 
ics. The move and size tools, along with 
the left; button are used to move and size 
frames, but the same tools and right but- 
ton let you size the images. This logical 
approach lets the user toggle between op- 
erations (you can use the SHIFT key to 
filter directions here too) instantly. Thus 
you can crop the image and change its size 
quickly and instinctively. Anyone who has 
ever spent the time and effort required to 
get a piece of art work sized and cropped 
corrertly by a commercial print shop will 
fall in love with Shakesp&ips's simple 
solution. 

Like other publishing programs, Shake- 
speare restricts text and graphics to de- 



fined boxes. Tfext can be defined with 
mixed fonts, styles, sizes and even colors 
iShc^speare shows color changes on- 
screen and does not make you wait for 
your printout like other publishers). One 
of the more appealing features of the pro- 
gram is that it allows you to load several 
graphics and fonts at one loading session 
and then pick and choose from them later 
as you edit. This fiiendly scheme makes it 
easier to keep track of fonts and images 
stored on different disks. And just as im- 
portant, you can select fonts from another 
disk rather than having to move all the 
ones you will be using to a single system 
or font disk. 

Although you can import text files cre- 
ated by any word processor and use them 
on your pages, Shakespeare includes a 
flexible text editor which lets you input 
and edit text directly into fi-ames using 
cut, copy and paste commands. The text 
you input will format automatically to 
match whatever parameters you select for 
that frame, including color, font, size, 
sfyle, margins, etc. And as you would ex- 
pect, because Shakespeare is designed 
with an emphasis on color, you can use 
both Amiga fonts as well as any which are 
ColorFonts compatible. 

One feature serious desktop publishers 
will appreciate is the way the program 
loads clip art. Instead of the normal 
'load/use" sequence, you can load several 
pieces of art into memory at once. Then to 
activate a particular piece of art you sim- 
ply select it from a menu and presto it's 
ready— no delays or grinding disks to 
breiJc your chain of thought. Tlie program 
supports PostScript, Hewlett-Packard tmd 
all Preferences printers, but where it real- 
ly pulls away fitim the pack is in how well 
it can drive a 24-pin matrix printer If you 
are sure you will never move beyond a dot 
matrix printer, yet still need to incorpo- 
rate digitized images in your documents, 
you should give this publisher serious con- 
sideration. Of all the publishing programs 
Fve used, this one is the best at handling 
dot matrix printer output. 

As you would expect, there are things 
about Shakespeare which I do not like: (1) 
Unlike Professional Page, PageSetter or 
City Desk, this publisher supports only 
one editing screen size (the resolution can 
be varied). Thus you can never see and 
edit all the objects on a entire page at one 
time (you cannot edit images shown in the 

Continued [rum page 105 
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Now you can take home some of the best Arcade games you've ever played, 

to play on your own personal computer! 

Skillful programming has taken the superb graphics and addictive game play of Arcade hits Double Dragon and 

Sidewinder and faithfully reproduced them in home computer versions. 

Join in deadly combat with the savage street gang of the infamous Shadow Boss in Double Dragon. 

Indulge in an orgy of action and destruction in the high-energy shoot-em-up Sidewinder (part of the Awesome Arcade 

Action pacl< on Amiga and Atari ST). Go on the rampage and smash buildings and munch tiny natives in Aaargh! 

Nothing but endless Arcade action - Arcadia has spared no quarter! 
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Double Ofipm is i joint puWkilfon of Arcadia wid Tradeweit. 
© [m MMWrtronic Inwrnitionil, inc. Lkmitii from TkImwi Ji^. 
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AMIGA SOFTWARE REVIEWS" 



Reviewed by Jeffery Scott Hall 



excellence! 

Computer: Amigii 

Publisher: Mici-o-Svstems Software 

12798 W.Foi-estHillsBlvti. 

Suite #202 

West Palm Beach, FL 33414 
Price: $299.00 



It's been over three years since Micro- 
systems Software introduced their first 
Amiga word processor Scribbk. Now, 
they're back again witli another exciting 
debut^-ejcce/fe/ice/ However, in between 
times there has been a rat race to see who 
can produce the most sophisticated word 
processor for the Amiga. Does excellence! 
break new ground, or is it just another 
word processor? Let's fmd out about this 
"new kid" on the block, 

A Neat Package 

The package is impressive inside and 
out. The 300-page manual is encased in a 
sturdy three-ring binder and comes with a 
plastic case. You are probably picturing a 
manual that covers your entire computer 
desk with stacks upon stacks of instruc- 
tions. If so, then you have a good idea of 
what to expect 0ust kidding— it's not that 
bad at all). In fact, I was able to scan the 
entire manual within a matter of hours, 
and I was writing my first document be- 
fore that. The fii^t two chapters should 
give you a fairly good understanding of 
how excellence! works. Besides the man- 
ual there are two disks, one contains 
Workbench and the other contains the oc- 
cellence! word processor 

The disks are not copy protected, allow- 
ing you to easily make backups. Next you 
must decide upon how you wish to access 
the program. You have three choices of op- 
eration: one drive, two drives or hard 
drive. The manual gives a complete expla- 
nation of how to operate from any of the 
setups. 

If this is the first time you are using the 
program, you will be greeted by a scrolling 
message with updates and errata. It lakes 
about five minutes to display, but ono; 
you have read the message, you can dis- 
able it frxim appearing again, 

A Glimpse of excellence! 

It would be impossible to list every func- 
tion of excellence!, so suffice it to say the 
program has all the standard word pro- 
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cessing features. We'll concentrate on the 
less-than-usual features you'll find. For 
example, there are up to eight different 
colors for display and print, automatic ta- 
ble of contents and index generation, the 
ability to import IFF graphics within your 
document, standard ASCII file support, 
multiple columns (up to four), multiple 
footnotes and headers, multiple fonts, 
math calculations, a 70,000-word thesau- 
rus with antonyms and synonyms, a 
90,000-word dictionary, mail merge, ma- 
cro keys, WYSIWYG (What-You-See-Is- 
What-You-Get) editing, and much more. 
Now, let's take a more in-depth look at the 
operating environment. 

First Comes the Writing 

Once you have started or finished writ- 
ing a document, you may adjust the ap- 
pearance and output. This is done through 
the use of a page setup requester that al- 
lows you to choose one to four columns, 
left and right margins, page numbering, 
page size, pitch, headers, footers and var- 
ious other items affecting your text. The 
Preferences option allows you to adjust 
the default colors, specify if the screen is 
to flash when an error occurs, select either 
interlaced or non-interlaced screens, se- 
lect whether or not you want a backup 
and icon for all filra saved, and a request- 
er asking which macro keys and spelling 
dictionary it should use. This option is 
automatically set to default with its own 
names, however you may change them if 
you wish to use a dictionary or glossaiy 
other than the one provided. 



The excellence! file requestor is very 
quick when handling operations. At the 
bottom of the requester there are three 
gadgets; Open (document), Drive (change 
drives) and Cancel, One of the requrator'a 
best features is the abiHty to let you sel«t 
a new subdirectory or drive to search be- 
fore waiting for the entire contents of the 
current dircctorj' to be displayed. In the 
default mode the requester displays only 
document files. However, you may click on 
the upper-right portion of the requester to 
have it list all disk files or just picture 
files. If you find the file you want before 
the directory completes the listing, double 
click on it to load it. 

With enough memory, you can open 
multiple document windows. This allows 
you to cut and paste between any docu- 
ments that are currently opened. You will 
find a ruler at the top of the screen which 
shows margins, justification, tabs, line 
spacing and indents. You can copy or hide 
the ruler to other parts of the document. 
Tb move around your document you use 
drag bars, arrow keys and the mouse. 
When you type on the screen, the mouse 
pointer will disappear allowing for fiill 
view of your document; it will reappear 
with mouse movement. Tb cut, paste, copy 
and delete you highlight the text and se- 
lect the appropriate menu it«m. If you 
make a mistake, select Undo TVping to 
erase all text back to when the document 
was first loaded, then select Redo Typing 
to bring things back to normal. You may 
also select the Revert to Saved option 

Continui'it fjn iHiiie 120 
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Make Amigos With Other Amigas. 



The largest group of Amiga" users in the world 
shares its problems and solutions online every day in 
CompuServe's Amiga Forums. And you can join them. 

Whether you're an Amiga novice or a professional 
user in broadcasting, film special effects, animation, 
or music production, you'll find support from thousands 
of Amiga users and nearly every third-party Amiga 
software and hardware vendor. 

Looking for a solid CAD program? Want to make 
the most of your Amiga's multitasking capabilities? Ask 



somebody who's been through it all. There's no better 
way to get more out of your Amiga. 

To join CompuServe, see your computer dealer. 
To order direct or for more information, call 800 
848-8199. In Ohio and Canada, call 614 457-0802. 
If you're already a member, type CO AMIGA 
at any ! prompt. 

CompuServe* 

AnHtROoACaniimt 



AMIGA SOFIWARE REVIEWS' 



Reviewed by Jeffery Scott Hall 



Cairier 
Command 

Computer: Amiga 

Publishen Rainbirti Softwai-e 
3885 Bohannon Diive 
MenloPai-k,CA 94025 

Price: $44.95 



Carrier Command from Rainbird Soft- 
ware is an arcade-strategy game that 
puts you at the helm of your veiy own fu- 
turistic aircraft carrier. 

FiM you will be asked to choose be- 
tween three different languages: English, 
Dutch and French. You should choose the 
one which is appropriate for you. Next, 
you will be prompted to look in the in- 
struction manual for the randomly-select- 
ed password. Once you have entered the 
password, a 3D rotating carrier is dis- 
played with a menu above it. On the 
menu you will find three options: start 
strategy game, start action game and load 
a saved game. The only difference be- 
tween the strategy and action game is the 
time required to complete them. Once you 
have made your selection the action be- 
gins! 

The Objective 

Enemy terrorists have taken over a 
high-tech carrier and are capturing 
friendly and neutral islands with brute 
force. These islands are vital to your sur- 
vival, for a worldwide ener^ crisis is in 
effect, and you need to set up centers to 
mine, recycle and produce materials to 
form a large network of power plants. 
Your job is to conquer the enemy islands 
and install power pods to provide the ma- 
terial needed for the mission. It is not as 
simple as it sounds, for not only will the 
enemy islands have extremely powerful 
defenses, but friendly islands will also be 
under attack. It will be a constant strug- 
gle to see who can control the islands. 

Charting A Course 

You are in command of a heavily-armed 
carrier that includes aircraft, amphibious 
assault vehicles, surface-to-surface mis- 
siles, decoy ilares, drones and one power- 
ful laser. All action will be shown in the 
center of the screen, which resembles the 
ship's observation deck. Along the sides of 
the screen are command icons that control 
different functions (too numerous to list) 
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The game takes place in 
realtime, so while all the 
fighting is going on in one 
place you can switch to 
another. 



affecting the ship. First, you must decide 
where to go and the quickest route to take. 
This is done by scanning the map while 
looking at the information on each island. 
Islands indicated on the map in blue are 
friendly, yellow islands are neutral, and 
red islands are hostile. 

lb chart your destination click on the 
map, and a marker will appear. Now just 
engage the auto-pi lot, and you will be tak- 
en to your destination. You may also use 
the map to find certain resource islands 
which produce the materials you require. 
As you travel to your charted destination, 
you will see the ship make tums, hear 
noises ;md see the awesome power of your 
engine.s cutting through the Mean water 
Once you have reached your charted des- 
tination, you should be able to see the is- 
land up close. If you wish to move in clos- 
er, keep an eye on the depth gage, and 
chart a new course just above your current 
position. 

Picture an island with defense weapons 
including surface-to-surface missiles, com- 
puter-guided aircraft, radar stations and 
the main command center all capable of 
sinking your beautiful carrier (not a pret- 
ty picture is it?}. Well, that's OK because 
you're not exactly the Love Boat. All 
hands pre'pare for battle! 

Battlestations! 

At your disposal you will find many of- 
fensive and defensive weapons, so you can 
fight and protect your ship at the same 
time. On deck you have a laser turret, 
which is veiy effective at destroying tar- 




gets on the island's border, incoming air- 
craft and missiles. In your ship's missile 
launcher you have several hammerhead 
low-flying missiles capable of massive de- 
struction. But your ship's premier offen- 
sive weapons are the Amphibious A^ault 
Vehicle and Manta aircraft (described 
below). 

Your ship has two defensive weapons 
and one powerful tool; these are flares, 
drones and the automatic repair systems. 
Flares will divert any incoming missiles 
from hitting your ship, in case your laser 
is damaged. The drones are inflatable de- 
coy units designed for sacrificial defense 
against any low-flying missile attack. You 
may position the drones in any strategic 
position you wish through either the 
drone pattern selections or your own pat- 
tern. Only four drones may be placed 
around your ship at any given time, but 
you may replace one or all if they are de- 
stroyed. Since you will be under attack 
while fighting foi' control of the islands, 
you have a built-in automatic repair sys- 
tem to fix any item on the carrier Fan 
item gets damaged, select the appropriate 
item from the requester and move it to a 
high prioritj'. This will start the repairs 
and tell you how long it will take. Now, 
let's check out the Manta aircraft and Uie 
Amphibious Assault Vehicles (AAV). 

The Manta and AAV 

On your ship you will find four each of 
the Manta aircraft and the Amphibious 
Assault Vehicles. The Manta aircraft pro- 
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It happens so fast. You're kicking bacl<, you 
and your best friend, just checking out two of the 
latest arcade action games from Data East and, zap, 
you're fighting with full fire power and up to your 
neck in heart-stopping, eye-popping jungle. 

Victory Road pits the heroes of the #1 smash 
hit, Ikari Warriors, against a hideous horde that has 
heroes for lunch -Stonehead and his wrecking 
crew of bizarre and brutal beasts. 



Guerrilla War takes you behind the headlines 
to the battlelines. It's you versus them— and let us 
guarantee you that "them" is an army of evil that 
will keep your trigger finger active for hours. 

Victory Road for the IBM, Commodore and 
Apple II computers. And Guerrilla War, for the 
IBM and Commodore computers. Addictive 
action with great graphics. Hey, it's a jungle out 
there. And now we've brought it home. 



-a 



OATA EAST USA. INC. 470 Needles Drive. San Jose, CA 95112 {408)286-7074 
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Until nov\( 
you and your Commodore 

could only talk to 
each other. 



Welcome to Q-Link. 

You and your Commodore"" probably 
have a very good relationship. But even the 
best relationships need to grow. That's why 
there's Q-Link. 

Q-Link connects you with tens of 
thousands of friendly interesting people all 
over the country. Share stories, talk shop, 
tell jokes, or just shoot the breeze with 
them in a whole new way. On your 
Commodore. 

When you and your Commodore start 
talking to the rest of the world with Q-Link, 
exciting things start to happen. 
Things that are sure to improve 
your relationship. Like playing 
the latest interactive, full- 
color games. Taking college 
courses. Accessing over 15,000 
software programs. Enjoying 
guest speakers on a wide range 
of topics. 

And Q-Link gives you a 
direct connection to the experts 
at Commodore headquarters as 
well as the major software pub- 
lishers—a Q-Linlc exclusive. 

There's so much to do on 
Q-Link, it can't all fit into this ad. 
For that, you'll need our full-color 
program guide, with a complete 
calendar of events and activities. 
Aid you'll get that free from 
Q-Linl< every month. 



going and there's plenty of online support 
every step of the way. Like Q-Linl< support 
groups and helpful Q-Guide experts. 

Getting into Q-Link. 

You'll love being a member of Q-Link. 
You pay only $9.95 a month (and any local 
phone charges) for "Basic" service, which 
includes unlimited access to the latest 
news, sports, and entertainment informa- 
tion. Even a full-featured encyclopedia. We 
also offer "Plus" services such as 
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A special offer. 

If you don't have a modem, Q-Link will 
help you get one at a price lower than 
anyone could imagine. For details, take a 
look at the attached card, or call 
1-800-782-2278, Ext. 1804. 

You'll also get a free Q-Link Starter 
Kit, including software. It's easy to get 



shopping and travel 
reservations for only 8? per minute extra. 

It's time you and your Commodore got 
out and talked to more interesting people 
than just each other. And on Q-Link, it 
couldn't be easier. 



Ih join Q'Link now, call: 

1-800-782-2278 

Ext. 1804 




Add new life to your Commodore: 



PROJECTS- 



by John lovine 



Synchronicity: 
Right and 
Left Brain 
Lateralization 

for the Amiga 

There's a new wave coming. People are 
trading in their Transcendental 
Meditation mantras and alpha brain 
wave training machines for the latest in 
consciousness-expanding techniques- 
right and left brain synchittnization using 
sound and music. 

Brain researchers know that people 
who use both sides of their brain equally 
usually have enhanced problem-solving 
abilities. 

Brain Science 101 

When you look at a human brain it's 
easy to see that it is a double organ con- 
structed of two identical-looking hemi- 
spheres. 

Information gleaned irom the past 40 
years of brain research shows that each 
hemisphere of the brain has its own spe- 
cialized methodology of problem-solving 
ability and its own way of perceiving the 
world around it. The right brain is non- 
verbal, emotional, holistic and spatially 
oriented. The left brain is verbal, sequen- 
tial, literal and emotionally flat. (For 30% 
of left-handers the reverse is true.) 

Both sides of our brain are connected by 
a bundle of nerve fibers called the "corpus 
callosom." This brain organ is responsible 
for exchanging information between the 
right and left hemispheres. 

Just to give a little background on this 
specific area of brain research, much of 
the information gained from this type of 
brain research began with operations on 
people who were having severe epileptic 
seizures. It appears that the onset of a sei- 
zure begins with a localized abnormal 
electrical activity in the brain that quick- 
ly spreads throughout the brain. The doc- 
tors decided to cut the corpus callosom, 
separating the hemispheres, in an effort to 
keep the seizures localized. 

The operation succeeded but left the pa- 
tient with two distinct split brain person- 
alities. Other information was gleaned 
fiiom people who had suffered strokes (ce- 
rebral hemorrhages) that destroyed one 




half of the brain while leaving the other 
intact. 

Fortunately, today researchers don't 
have to experiment with people who have 
gone through this kind of tragedy. Since 
each half of the brain is fed by a different 
artery in the neck, researchers can selec- 
tively put one side of the brain to sleep 
using a tranquilizer injected into one of 
the arteries. This is called the "Wada 
prt)cedure." 

Lefty or Righty? 

When presented with a problem one 
side of the brain m\\ usually take over 
and become the dominant problem-solver 
depending upon the nature of the prob- 
lem. A mathematical or verbal problem 
will usually be handled by the left hemis- 
phere. The right hemisphere will take 
over in visual and spatial problems. All 
this happens below our level of awareness 
(subconsciously). 

Researchers David Galin and Robert 
Omstein first discovered this division of 
labor in the brain in 1972. They recorded 
EEG (electroencephalc^ram) patterns 
separately from both hemispheres. When 
different problems were presented to the 
subject they determined that one hemi- 
sphere became the dominant problem- 
solver. When a verbal task was assigned 
to the subject, a decrease in the alpha 
rhythm was noticed on the left side while 



it remained constant on the right. This 
clearly indicated that the left brain was 
working on the problem while the ri^t 
brain continued to idle. When a visual 
problem was presented, the opposite re- 
sults were recorded. 

In some instances both halves of the 
bndn will fight for control; this happens 
when both sides want to answer a particu- 
lar problem or question. This can result in 
stammering and stuttering. 

Freud 

The right brain is strikingly Himila" to 
what Sigraund Freud described as the 
subconscious (unconscious) mind. Many 
techniques used by psychologists to probe 
a patient, use the right brain superiority 
in task-handling. The Rorschach ink blot 
test, for example, where an ink blot is giv- 
en to a subject for image association, is 
clearly a right brain task. 

Dreams, another Freud concept for 
analysis, are strongly located in the right 
hemisphere. 

These approaches work because the 
right hemisphere has its own memory of 
events, and they are not necessarily the 
same memories as the left hemisphere's. 
Repressed memories and traumatic 
events from a subject's past can be 
brought to the surface by using these psy- 
chological tools. 

Continued on. page 52 
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.*^«^'-^e""" MJP Superscript gives you 
^"t?:^?!^^ '\ everything you need for 
professional word pro- 
cessing in one easy to 
use package. Its menu 
command structure 
puts you immediately 
at ease with no com- 
_ plicated commands to 
memorize, yet Superscript 
business-style editing, spell 
calculator, row and column anth- 
caicuwiui, ,„_,,;,;„c. The phrase 



^^'- SIS p-S?*' *'?^- sys,™ ^ 
^ you access iis cornman* i!!^'' ^"^se ool only 

Scr,p, ^ord processor to 

M-T^.. /"PP*'rt for 
1581 disk drive. 




combines 
checking 



no. calculator, luw - - ^-^,= nhm-^e 

. M (,,ii mail merqe facilities. The phrase 

metic and full mail rnerge ^^^^^^ 

S Recall them with a simple key. 
Commodore 64 $3^-^5 
Commodore 128 $39.95 



Commodore 64 
S39.95 

Commodore 123 
$49.95 






l*«r 



nassaqes of text or Macro i;uin..,aM^ „„^-^^^_______^ g 







*r'Lsrt°:e 



SuPerOis*^ is « *- SMhele is .or , our 



oQu,. disk Utility 
there is for your 



on your disk, 



(terpret them 
- ■■ ■ make any 







damage. q. 

Commodore SlS-a^ 



Jhe In-depff, auin 



^^^Perbase 



^^^f®'". from 




iSS.- 



f P- f'l^ougn ^^°^ first 

nil r — r "^^ 'ne BnnL. .. 



'forking or co^^;^' anyone 



'94 pages 



Attention Superbase Users! 

Call us for information on 1581 

upgrade and Official Superbase 

information Networic! 



Available from 
your dealer or 
directly from - 



Precision 
Incorporated 



Precision Incorporated, 

8404 Sterling Street, Suite A, Irving, TX 75063. 

Telephone: (214) 929-4888. Fax: (214) 929-1655. 



Projects /Synchranicity 

Continued from page SO 

A better term for subconscious or un- 
conscious may be "non-verbal," since the 
right brain is equally conscious, and we 
don't want to unjustly insult ourselves, do 
we? 



Brain Waves 

Brain Dead cps 

Delta 1-4 hz slow waves more oonvmon 
in children and a normal part of their de- 
velopment. Adults produce delta from 
time to time during sleep. 

Theta 4-7 hz appears to be related to 
problem-solving, sorting and filing of in- 
fonnation within the brain's memory. 
Theta waves are also produced by Zen 
meditators in deep meditation. 

Alpha 8-13 hz dominant rhytlun in 
nomial adult EEG when subject is re- 
laxed, awake with eyes closed. 

Beta 14+ hz appears in normal adults 
who are "alert" as oppcsed to relaxed Be- 
ing in "beta" is identified as being tense, 
irritable and basically unpleasant. 

New Wave 

In the 1960's and early 1970's TVanscen- 
dental Meditation and bio-feedback de- 
vices designed to produce alpha waves be- 
came something of a rage. It promised en- 
lightenment, relaxation and stress reduc- 
tion, Tbday there is a growing interest in 
right and left brain synchronization. A 
technique discovered by Robert Monroe 
promises to help put anyone into alpha, 
theta or delta states (beta state is the 
norm) by listening to sound that has a 
synchronized beat to it. The brain wave 
pattern becomes entrained by the syn- 
chronization beat and follows it. The syn- 
chronization beat should be at the fre- 
quency one is interest in obtaining. For 
example, you might tiy 9 hz for alpha, 6 
hz for theta, or 4 hz for delta. 

Sound 

Sound at the brain EEG frequencies is 
too low to hear. By playing two sounds 
whose frequencies vary by a small 
amount, as an example let's use 9 hz (al- 
pha), a beat frequency of 9 hz can be 
heard. This sounds like a wah-wah-wah or 
wavering in and out of the sound frequen- 
cy and volume. What you're hearing is 
actually the difference between the two 
frequencies, 

A soimd example is worth a thousand 
words. In order to daiify this explanation, 
please power up your Amiga and go to an 
AmigaBASIC window. Enter: 



Rem Sound Tfest 

Rem Voice & 3 are Left Channel 
Rem Voice 1 & 2 are Right Channel 

Sound Wait 

Sound 523,25,70^255,0 

Sound Resume 

Run this program. What you wiD hear is a 
"C" note. Now enter this additional line 
after the first sound statement and before 
the sound resume statement 

Sound 532,25,70,255,1 

Run the program again. Notice the differ- 
ence; you should hear the note wavering 
in and out. That's the beat frequency, the 
difference of 9 hz between both sounds. 

FFR Frequency and Following 
Response 

This is a tenn constructed by Monroe to 
describe his technique. Essentially by pre- 
senting these sounds separately to ead\ 
ear, the EEG wave pattern of the brain 
will follow the beat frequency. So ff we 
used our program example, this should 
make the brain resonate at 9 hz bringing 
on an alpha state. 

It is necessary to use stereophonic head- 
phones connected to the left and right 
channels of the Amiga audio-out The 
sound must be mixed intra-cranially in 
order for the effect to be observed. 

The connection to the original alpha 
training bio-feedback is that scientists 
studying experienced meditators discov- 
ered that in deep meditation the right and 
left sides of the brain fell into synchroni- 
zation. 

I do not have an EEG machine to verify 
what I have read on tKis subject, I do plan 
to build one later this year as an interfac- 
ing project for the Commodore romputers. 
This subject will be one of the first things 
nitest. 

I heard about Monroe's claims years 
ago, but I didn't act upon them because 
Tm a bit skeptical of his research. Monroe 
also delves into psychic phenomena. Re- 
cently however, I have noticed advertise- 
ments in popular science and psychology 
magazines for tapes based upon the tecb- 
nique Tve presented. In addition, electron- 
ics companies are selling interface cards 
for MS-DOS-compatible computer to ac- 
complish the same thing. Because of this 
interest I decided to throw caution to the 
wind and write this article befbre I am 
able to verify the results. 



Combining Frequencies 

There is an additional technique avail- 
able to us. We can set one pair of voices to 
one beat ftequency and the other pair to 
another beat frequency thereby attempt- 
ing a combination of effects. While one 
frequency could maintain alertness an- 
other could meditate relaxation, 

Tb do this copy the EEG subroutine in 
the main program. Rename the copied 
subroutine EEG2:, change the C variable 
in the copied routine to G. Add two sound 
statements to the "start" subroutine simi- 
lar to the statements already there but us- 
ing the G variable and channels 1 and 2. 
Add the feature to the main menu or the 1 
set EEG menu, and you're all set. 

The Program 

The program is for those of you who 
would like to try enhanced learning, pro- 
gramming, relaxation or whatever. 

The program firet queries you for what 
fi^uency you'd like to tiy: alpha, theta or 
delta. Then you will be asked for a time 
period for how long the program will oper- 
ate and produce the sound. Once the pro- 
gram is started, you can use your gadget 
to shrink the window and then open up 
another window to work on something 
else. 

Interesting research is reportedly being 
performed using sound synchronized with 
sleep. 

Music 

listening to a monotone note can get 
boring. There isn't any reason I can think 
of that would prevent this system fiom 
working vrith music. The basic idea, of 
course, would be to assign one channel to 
follow the other with a frequency differ- 
ence of the brain wave state you'd fike to 
explore. 

Conclusion 

I hope this information about our dual- 
nature personality doesn't unnerve too 
many people. Everyone has separate per- 
sonalities and abilities residii^ in the 
right and left brain. 

We have merely scratched the surface 
of the current happenings in brain re- 
search. If you are interested in similar 
projects such as an EEG machine to test 
brain lateralization or programs to deter- 
mine how efBdently you use both hemi- 
spheres of your brain,write to me in care of 
Commodore Magazim. Q| 

Cnnlinued on page 99 
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When it comes to Amiga 
you've got a new friend. 
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That's because we now sell the Amiga computer at Software Etc. Plus, we've got a 
great selection of the hottest Amiga software titles. And, if you want to trj' a program 
before you buy it, wcVe got an Amiga computer set up in every store. 

So, make just one stop at Software Etc. You can pick-up some great Amiga 
hardware and software. And, you'll get it all for a great price. 

And, if that isn't enough, we'll also give you five dollars off your next 
Amiga software purchase. See the coupon for details. 




I WMn 

There's no price like our price. 
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WITH OVER 220 STORES NATIONWIDE— AND GROWING EVERY WEEK--WE'RE AMERICA'S LARGEST SOFTWARE RETAILER. 

Software Etc. stores are open seven days a week. To get the location of the store nearest you, call: 1-800-444-3322. Credit cards accepted. 
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SOLID PRODUCTS & SOLID SUPPORT 
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1541/1571 Drive Alignment 
This excellent alignment program is a must have 
for every Commodore owner. Easy to use. it helps 
you to align your drive so Ihat it runs just as if it 
were new! The simple instructional manual and 
onscreen help prompt you thru the alignment 
procedure and help you adjust the speed and head 
stop of your drives. It even Includes instroclions 
on how to load the alignment program when 
netting else will load. Don't be caught short! We 
get more RED LABEL orders for this program, then 
any other program we sell. Save yourself the 
expense! Drdsr now, keep It In your library and 
use the 1541/1571 Drive Alignment program 
regularly!! Works on the C64, CI 28, and SX64 lor 
both the 1541 and 1571 drives. 

STILL ONLY $25.00 



CHRISTMAS CLASSICS 

EnjOy your Chrisimas! Beaulilul Christmas scenes 
arc displayed while your compuler plays your 
lavorile holiday songs Sing along to Deck Ihe 
Halls. Jingle Bells. Rudolph. Sileni Night and more, 
as the lyrics to Ihese Christmas classics scroll 
across the screen. Great lor your holiday 
gatherings! 

JUST $10 



HOLIDAY SPECIAL! 

Get your FREE 

Chrisimas Classics 

with any oriJer over $75, 

oflei good until 12/31/80 




RAM-DISK 



RamDOS 1ZB 

Yes... we know that Ram Expanders are scarce 
these days. But lor you lucky ones that already 
have one, Ram DOS 1Z8 Is just for you! This 
complete RAM based "Disk" Operating System lor 
the 1750 RAM Expander, will turn ALL or part o( 
your expansion memory into a lightning -fast RAM- 
DISK! Under RamDOS, a SDK file( 1 90 blocks) will 
load In just V: second. Load entire disks or 
Individual files Into your expansion memory and 
gel 10 work. When done save the entire memory 
or individual fifes back to your disk for permanent 
storage. RamDOS makes your work fast and easy! 

only $29.00 

(CI 28 and 17 SO Ra.li Eipandet icquiied) 



Home Designer 

Home Deilgner CAD 1ZS 
Given glowing ratings by every major Commodore 
magazine, this CAD system outclasses every 
other CAD program, because of its object-based 
design. With over 50 powerful commands. 5 
drawing layers, superb support of library figures 
and lazer-quality printouts at kUf scale on your 
dot matrix printer or plotter, you can create 
drawings so accurate that a blueprint can be made 
Irom Ihem! 

Tired of working with poor qua lily/in ace urate print- 
outs, manipulating little dots on a bit-map, giving 
up on detailed work because you can't zoom in 
close enough? Join the prolessionals! 

only $45.00 

niaii» or jCFystick rtqu^r^ 
KEW1Eiigine»tint Litnvy dnh ivailaM« niw 510.00 
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Super 81 Utilities 

This full-featured disk utilities system, lor your 
1581 drive, is available In both 064 and C12a 
versions. Among the many features included in 
this fine package are: 

•C«jy wtiale iiiipiolKtec 1S41(1S7I disks lo tS81 paniiions 

•Copy unprosected tS4i/i571 rilts lo 1SB1 dBks 

•Coiry improiKKd 1581 riles lo 1571 teks 

•Backup 1581 (Its w disks wiili 1 « 2 isei's 

•1581 Disk Editor. Dri« Monilor and RAM Wdiei 

•Irtcliides numaious DOS commands such as Ftgname a liit'disk. 

•ScrattiiAJnscfaich til«s, (.ocWUnlock Mis, Deaw AutoBwit ind 

more 

Tired Of not being able to use your 1581? Super 
91 will gel that great little drive oul o1 the closet 
and into use p„|y $29.00 

(please specify C64 version or CI 28 version) 



CATALOGS 

People tell us our catalog is the BEST! Find out lor 
yourself. Our 40 page catalog is crammed lull o1 
detailed descriptions of hundreds cf C64/C128 
products. Call or write for your copy today! 

BONUS DOLLARS 

EARN BONUS $$S WHEN YOU ORDER!! For every 
$50 of software and accessories that you order, 
you earn one bonus dollar. That's an additional 
2% discount!! Use youf bonus dollars on luture 
purchases. 

en i WALL 

SOLID PRODUCTS & SOLID SUPPORT 

P.O. Bok 129 I S8 NotJio Street 

Kulzlowrt, PA 19530 

24 HOURS - TOLL FREE 

1-800-638-5757 
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SUPifl PAK SPECIAL 
Now the best dalabaie nn the market has been 
combined wtlh 4«roy^ and Sf*^ The 
Book into one luper package with one super low 
price, 

Thougti easy lor the novice to use, Ihe ability to 
write BASIC-Iike programs to set up your own 
custom applications, turns this system into a true 
database of incredible power! Combine it with 
SUPERSCRIPT, a sophisticated text management 
system, that includes a spellchecker, calculator 
and mailmerge facility and you have an 
unbeatable team! And as an added bonus, you will 
also get SUPERBASE THE BOOK, FREEI 
Get all three 064 Version S59.Q0 

in one Super Pak! C12B Version 369.00 




SKETCHPAD 12B 

Brand new from Free Spirit, Sketchpad 128 fully 
supports your C1 28 and takes advantage o1 Its 
crisp 80 column graphics capabilities, It is packed 
with all the features of a prolessional drawing 
package such as drawing SMOOTH Ireehand lines, 
3D Solids, creating Slideshows, Cut & Paste, Clip, 
Flip, Enlarge, Shaded Fill Patterns, a variety of 
Fonts, Air Brush and more! It supports Prinlshop 
graphics and is completely compatible with all 
BASIC 8 files. 

Sketchpad 1 ZS unleashes the graphics power of 
your CI 28! It supports your 1351 Mouse, 64K 
Video Chip, 1581 drive and BO column display. 
What more could any real C128 user astc for? 



ONLY $24.00 



GREAT ACCESSOniES FOR YOUR CS4/C1ZS 
Tbe Dflva Etox - With some simple souldering you 
can make any Commodore drive switchable bet- 
ween devices B, 9, 10 or 11 and also write the 
unnolched side of your disk ■ SZ7,00 

1H\\ or 4-For 1 Serial Boxei • Connect Z or 4 
peripherals to the box and share with another 
device. Multiple computers sharing one drive. 
Multiple printers hooked to one computer, etc, 
2-For 1 Box is $29.00. 4-For-1 Box is S39.0D. 

Quick Bniwn Box A great cartridge into which 
you can write programs, utilities or data tiles. 
What you store will remain intact, even with the 
cartridge unplugged or the compuler turned of I! 
32K Box is S79.00; 64K Box is S99.D0. 

M3 Mouie - If you are looking for a reliable, well- 
built lully proponional mouse, stop looking! Built 
by Contriver, the M3 Mouse is the best we've 
seen. S39,00. 



OnOEflWS MSTHUCTHNS 

Foe youf convenianco, you can place a pfioni cidK 24 HOUHS/7 DAYS A WEEK mi out TOiL-fREE LINE 
1 ■8O063 8-5757. PrIcB, Avaiiabiiiiy and Corafialabiiity Wiiehi vb also Welcorn on our orter l>raj, Monday 
Ihiii fi.day, SAM flPM tsr ARER HOURS. Oiilors OnlvPleiMtlWhwiplacirwfii »der.[)ie3sos5!rcilyyouf 
COMfUTER MOKL. HOME S OAVriWf PHONE NUMBM. SMPMMO AOOflEK. MEIHOO OF PAVWtNl and 
irEMS OFffiEfltO To isefp US serve you betitr. pl«a$e raw a* yair WomuDai. inckiiiifig your charCE 
CAflO numCier, ready t«Fo<ft you caJI us. 

ACCEPTED PAVMENT MEWOOS: We uiailly accept paymeni liy, PflEPAlO 8Y PERSONAL CtttCK (will nol 
hold lor clearing) or MONEY OfiDER; COO (ccMinentat USA only ANO J4.00 ADOITIONAL); MASTERCARO; 
VISA; SCHOOL PURCHASE OBDEftS. All payment musl bo In USA DOLLARS, THERE IS MO SURCHARGE f OH 
aiAHGE CARDS and your card is HOT charjsd unSI ws ship. 

TOHMcuaimHiT 

Wa llo wr VKy tnsi to Mp you Mill yon prMuct selectiDre, beloie you order md aHer yw receive you 
pndtiCt GeoeraJ igiiesllcns. piKe. iPi ctmiiaiitiitiiy nllli your compultr, ok. hiii tn r^ndM by nn omer 
•tin « K» time you (Mce yout onJer. BUT il ytw have setcllK:, Detaited quesltons about a product, prlnier 
MmpaabHty (juisUons «tc., you will (et itie mwi help horn our TECHNICAL SUWIHT LINE at 
!1S,9S3-SBfl9. CaN Mornlay inru Friday, 3AM -HPM EST, and our trained tecli '.l.ill will to happy to halp 
you. 



SHmMfl POUCY 

ALL ORDERS received beiore 3PM EST vrUt norrinKy be srtpped ame or next buskiesi day, Out-ol Sloe* 
Itoms will bo shipped by Iho same stiipolng nielhod as onglnSI ordtr, normally witWn 3 or 4 business days 
AH UPS sfilpmenis are smil SIGNATURE REOUIREO/NO DRU^B RELEASE, AOO Ihe loilowino snippino 
cdaiges to your TOTAL lotlware order. 

UPS: GROUND-J<.00 (conl USA ONLY); AIR/RUSH. 57. 00 (rfKludes Poeno aicoWawil); 
OVERNIGHT J 12.00 PLUS tJ.SD per item (must be recerved tiy U NOOM) 

PHIOflllY MAIL: USA-S4,00 (includes APWFPO); OANAOA/MEXICO I6.0O; OTHER F0flEIG*(-$4.O0 handlina 

PLUS Acluai SN(^)ing (minimum StZ.OO] 

RETWMHHXY 

Wi have a Mieni rebm pcticy to tieiter service your needs. Sottwire piracy is a problem, but a$ long as our 

policy 1) net abused, we will conhnus lo honor II. 11 wtlMr 1 5 dsys trom Ihe Bme you receive an iletn, you 
are not sittaHed with II tor any reason, you mjy relum it lo us lof either .1 refund, exchange or open credit. 
REFUNDS ARE SUBJECT TO A 10% RESTOCKING FEE PES lIEJJt RETURNED (15.00 MINIMUM PER ITEM . 
A DEFECTIVE ITEM will be replaced wUh the samo Hem (NO CHARGE... or course). EXCttANGES/OPEN 
CREDITS will gljdiy \x Issued lor the FULL PURCHASE PRICE OF THE ITEM. 



AMIGA UPDATE 



by Matthew Leeds 



Image 

Processing for 
the Amiga 



What is image processing? The irrev- 
erent thought of a Cuisinart" 
stuffed full of pictures comes to mind, but 
we live in a more enlightened time. Image 
processing is used eveiy day in weather 
prediction, medical diagnostics, robotics, 
printing, manufacturing and a long list of 
other applications. Image processing once 
required expensive dedicated hardware 
systems and a lot of patience on the part of 
the operator. The Amiga has brought af- 
fordable image processing to both the pro- 
fessional and interested amateur. 

The art and science of analyzing and 
modifying pictures has come a long way 
since the days when Sherlxk Holmra 
peered through a dusty magnifying glass 
at a faded photograph. Image processing 
algorithms and computers have both ad- 
vanced to the point where anyone can now 
experiment and achieve remitfkable re- 
sults with low-cost software. 

This article will give you a brief over- 
view of image processing technology, and 
then we'll take a short guided tour of some 
of the image processing software available 
for the Amiga. If after reading this article 
you find that you would like to learn more 
about image processing, check the bibliog- 
raphy at the end. 

The heart of any image proce^ing sys- 
tem are the algorithms it uses. These can 
be classified in several ways: 
Point Process: Changes to a single pix- 
el's value based only on its value. 
Area Process; Changes to a single pix- 
el's value based on the value of both 
it and its neighbors. 
Geometric Process: Changes in the po- 
sition or arrangement of a group of 
pixels. 
Frame Process: Changes to pixel val- 
ues based on comparing two or more 
images. 
Image Processing is used to improve or 
modify the appearance of an image, to ex- 
tract information from an image, to re<»g- 
nize specific elements in an image, and to 
measure image elements. A classic exam- 
ple is in crop management. A false color 
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satelUte image can be analyzed for the 
type of cro{K growing in a given area 
based on the infrared spectnun signature 
that specific plants emit. A count of the 
percentage of pixels of a given color in an 
image, once you know the area covei^ by 
the image, can tell you the acreage plant- 
ed in that crop. 

Let's take a look at each type of algo- 
rithm as it would be used in a specific ap- 
plication. A classic point process is con- 
trast equalization. Often an image will 
have too low a contrast to allow the dis- 



crimination of fine detail. An intensity 
hist(^ram displays the percentage of pix- 
els that fall into each intensity range in 
the image. By adjusting the change at 
each intensity step you can stretch or 
equaHze the contrast in the image. 

An area process uses neighborhood in- 
formation to modify pixel values in an im- 
age. Area processes are used to filter out 
noise in an image, sharpen an image, or 
smooth an image. The standard algo- 
rithms used in area processes are correla- 
tion or convolution operations. You re- 
place a pixel's value with the sum of its 
neighbors, each weighted (multiplied) by 
a factor, TTie weighting factors are called 
the "convolution kemal." lypical kemals 
are 3 X 3 or 5 X 5, although larger kemals 
are used in high-end image processing 
systems. 

The design and size of the kemal used 
has a direct correlation on the result of the 
area process. A kemal that Inoks like this: 

-101 

-101 

-101 
would be used to amphfy vertical edges 
while a kemal like this: 

-1-1-1 



1 1 1 

would be used to amplify horizontal edges. 
Other types of kemals are used to filter 
out noise, increase sharpness or perform 
other operations. Selecting the right ker- 
nal can make quite a bit of difference in 
image processing. 

Convolution is a linear operation. Non- 
linear area process^ are also used in im- 
age processing. Sobel, Cross and median 
filters are examples of non-linear area 
processes. Each has its own advantages 
and disadvantages, but ail are generally 
slower than linear processes. 

Geometric processes are used to correct 
or induce distortions. Changes such as 
stretches, rotations or wrapping around a 
three-dimensional object are good exam- 
ples of geometric processes. On the Amiga 
other geometric processes would include 
conversion between different display reso- 
lutions or clipping a portion of an image to 
save as a brush. The perspective mode in 
DehaePaint II is a good example of a geo- 
metric process. 

Frame processes involve more than one 
image. Merging two images together is 
one example of a firame process. A typical 
industrial use of a tame process is in mo- 
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tion detection. Using two firames captured 
from a video camera, with some time 
elapsed between them, a frame subtrac- 
tion process would reveal any change be- 
tween the two frames. The resultant dif- 
ference would comprise the movement 
that occurred during the time lapse. 

On the Amiga, image-processing soft- 
ware is used not only in these kinds of tra- 
ditional applications, but also to manipu- 
late IFF images for use in paint and ani- 
mation programs. Changing color pal- 
ettes, controlling the number of bit planes 
in an image, converting between different 
screen display resolutions and creating 
special effects all make use of image pro- 
cessing. 

Image Processing Software 
Butcher 

The first commercial image processing 
package for the Amiga was Butcher &om 
Eagle TVee Software. The current version 
ofButcher (V2.0) is an excellent example 
of an image processing package created 
with the special needs of the Amiga owner 
in mind. It has an excellent user interface, 
and many of its ftmctions are intuitive. 

Butcher offers a good mbc of Amiga-spe- 
cific and image processing tools. It will 



convert between all Amiga display modes 
including HAM, supports all overscan im- 
ages, and offers a good number of image 
processing options. It allows you to per- 
form palette manipulation to rearrange 
color palettes, set color cycling or sort color 
registers. Its color palette requester can 

I also be used to adjust the contrast of an 
image. 

The image processing tools offer a vfide 
range of options. The Effects menu in- 
cludes inverting and complementing the 

J color requesters, false and pseudo color 
changes, antique and B&W toner effects, 

j color separation as either Cyan, Magenta, 

I Yellow, Black (CMYK) or Red, Green, 

' Blue (KGB). 

The Process menu Edge option uses the 
Sobet operator. You can set the threshold 
level at which it decides an edge exists 
and how it will treat that edge. You can ei- 
ther create a map of the edges or enhance 
them on the original image. Three types 
of edge detection are available in terms of 
detecting change in the image. The Fil- 
ter option removes isolated pixels or 
groups of pbcels from an image. This can 
be used to clean up noise in an image or to 
reduce the number of color registers used 
by an image. The Mosaic option creates 
new images mapped to tile shapes you can 



create. Other Process options include Den- 
sity Slicing to isolate or remove intensity 
ranges and C^lor Segmenting that per- 
forms similar operations on hue, satura- 
tion and value. There are also options that 
create haff-tones in a variety of ways. 

Butcher will also create histograms of 
your images. Within the histogram re- 
quester you can sort the color palette and 
make changes. You can also print out a re- 
port of the results of the histogram. Butch- 
er is an excellent program for the average 
Amiga user who wants to experiment 
with some image processing effects and 
also manipulate IFF images. 
PIXmate 

PIXmaie (from Progre^ive Peripherals 
& Software) may be viewed as the com- 
petitor to Butcher It can also be seen as a 
complementary propam to Butcher. Al- 
though they offer some of the same fea- 
tures, there are more differences than si- 
milarities. PIXmate handles all Amiga 
IFF formats including support for Extra 
Haff-Brite (EHB) and overscan. It will 
also read the original style of Digi-View 
files. Atari Neochrome files, and a raw im- 
age data format. PIXmate has one of the 
best file requesters I've ever seen. PIX- 
mate will also grab screen images finm 
other programs, provided you have suffi- 



Explore the Newest World of Sofitware . . . 



On a Video!!! 



If you want to get the most from your 
computer, here's good news: Twenty 
of the top software developers In 
the US and Canada have been 
brought together in a full-length 
showcase of their hottest new prod- 
ucts. All on a unique video which is 
an important software buyers guide 
and the first and only "video ency- 
clopedia" of software applications. 
Experience all the sights and sounds 
of the latest sofhvare developments; 
explore descriptions and demonstra- 
tions in the comfort of your home. 

What Reviews Alone 
Can't Show You 

We've included full color and sound 
"how to" demos of the most exciting 
Art, Video, Music, Entertainment, 
Desktop Publishing, Educational 




and Business software. Fully produced on 
and featuring the Amiga®, many programs 
also have C-64« and C-128'" versions 



available. You'll experience the wide 
range of Commodore® power. 

Includes 
Rarely Seen Software 

Imagine performing surgery with 
medical simulation software or 
exploring the universe with an 
astronomically true space exploration 
simulator Preview desktop publishing 
and video programs. Examine the 
specialty software used to produce 
hit records and television pro- 
gramming. These are rarely seen 
programs that you should know 
about to make informed purchasing 
decisions — to get the most for your 
money. At $39.95, this tape can save 
you many times its cost So please, 
take a minute to call or write. We 
have a whole new world to show you. 



In USA 1-800-344-2525 Ext.1 

In J^ l-800-348Sl$l Extl 

or send check or m.o. for S39.95 + $4.00 p/h. to: 

VIdeoAdvantage, 1 229 Poplar Avenue, Mourtainsidg, NJ 07092 

NJ residents please acfd 6% sales tax 

Amiga. C.64 and CommodOfa ars fsyifttdred l^iu^markft ofCommodOfe. C-12B ta a tradema/k of Commodoro- 
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cient RAM to run both applications. It will 
hunt through memoiy to find Deluxe- 
Painfs screen and copy it into its own 
memory. It will also grab any other screen 
displayed by a program running concur- 
rently. 

It can be used to convert one IFF format 
to another; sort, modify, extract and pack 
color palettes; perform color separations; 
create [seudo color operations; modify the 
image based on hue, saturation and color; 
or remap the color palette of an image to 
either that of another image or to another 
color palette stored on disk. 

You can flip the image on either the X 
or Y axis, make it thinner or shorter, taller 
or wider, rotate or swap bit planes while 
retaining the color mapping information, 
and change the size of the image in exact 
pixel increments. 

The histogram capabilify of PIXmate is 
quite nice. You can adjust ihe contrast just 
by raising or lowering a slider for each col- 
or palette. It will generate a color usage 
count as well. 

PIXmate offers a greater number of op- 
tions in image processing operations. 
However, the Image Processor requester is 
confiising and requires a fair amount of 
study (with many references to the man- 



ual) before a degree of understanding is 
reached. It offers area and frame process- 
ing. Frame processes include most of the 
boolean logic operations. The area pro- 
cesses use convolution, in either a 3 x 3 or 
5x5 matrix. Averaging, randomization, 
median filtering, unsharp masking and 
local contrast enhancement options are all 
available. 

Shder controls set the threshold level 
for image processing operations, and there 
are a variety of pre-programmed kemals 
available. These kemals are designed to 
selectively filter for different types of de- 
tail. 

PIXmate can be difficult to use at times, 
but it offers a great deal of power to those 
who take time to learn how to operate it, 
DeluxePkotoLab 

Electronic Arts' DduxePkotoLab is not 
strictly an image processing package. Al- 
though it does not have traditional image 
processing capability, it does offer the 
Amiga user some excellent image manip- 
ulation functions. DeluxePhotoLab con- 
tains three modules: Paint, Poster and 
Colors. Only the Colors module is of inter- 
est in image processing terms. 

The Colors module offers a histogram 
display of the color registers. The display 
can be of any item: Red, Green, Blue, Hue, 



Saturation, Value or Population. The dis- 
play can be sorted in ascending or de- 
scending values. You can adjust the val- 
ues in the histogram as you please using 
up and down arrows. 

You can also generate color separations 
in RGB or CMYK, negative images, con- 
vert color to gray scale and create "pkel- 
ized" images. The screen size, number of 
bit planes and number of colors used by 
an image can be adjusted. Colors supports 
all Amiga display modes, including HAM, 
EliB and overscan. Although you prob- 
ably would not buy DelitxePliotoLab spe- 
cifically for its image processing capabili- 
ties, you should be aware of what it can do 
for you. 
Photosynthesis 

Photosynthesis is a powerfld dedicated 
image processing program. It was not de- 
signed for any other purpose and has no 
Amiga-specific image manipulation capa- 
bihties. hi fact you may want to own one 
of the above packages just to convert im- 
ages into the low-res format that this pro- 
gram uses. However, if you want to really 
get into hardKMre image processing, there 
is no other option. Photosynthesis is the 
powerhouse of traditional image process- 
ing on the Amiga, 

The program can store up to five images 
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in its buffers. All operation results are 
stored in a new buffer, leaving the original 
image untouched. Photosynthesis is the 
only commercial program that lets you 
create your own kemal. It offers all of the 
boolean operators, a full set of filters 
(averse, median, etc), histograms, plus a 
script option for automated image process- 
ing. Thi.s is not a program for the squea- 
mish or the easily daunted. The user in- 
terface is not friendly, nor is the manual. I 
would suggest that Pholosyntfiesis is for 
thcKe who think of themselves as hackers. 
FPIC 

If you want to start off inexpensively in 
image processing, I recommend a public 
domain pragram called FPIC. This is an 
excellent introduction into image process- 
ing. It is a remarkable package with a doz- 
en operators available from a menu, and 
it includes the ability to create its own 
kemal. It also has a histogram function, 
and an excellent split-screen capability for 
comparing the original and resulting im- 
ages. It is available on Fish disk #71, 
Analuik Art 

Finally, I want to mention a program 
called >lnfl/y(!c Art. This package was ori- 
ginally created to explore Mandelbrot 
sets. It does have several other modules, 



two of which are of interest to image pro- 
cessing aficionados. The Sphere module 
will map any non-HAM IFF image to the 
surface of a sphere. The user can control 
the size and shape of the sphere, but not 
the lighting direction. This is a very fast 
operation. 

The second module of interest is the 3D 
module. This is what hooked me. Remem- 
ber how you first felt when you saw the 
perspective mode in DeluxePaint W Imag- 
ine Uiat in spades. The 3D module lets 
you tilt an imaginarj' plane, size it, rotate 
it, set your point of view, set the screen 
centering and redraw your IFF image just 
as you've positioned the plane. It also will 
convert a flat image into a contour image 
by elevating each pixel to a specific height 
based on its color. You can adjust the 
height each color will be set at. This thing 
is great for special effects. Imagine taking 
a false color satellite image and turning it 
into a contour map automatically, I can 
think of lots of other applications as well. 

This is only an entry-level look at im- 
age processing. If you want to learn more 
about it, I surest the following books: 
Digital Image Processing by G. Baxcs, 
Prentice Hall 1983. 

Digital Picture Processing by A. Rosenfeld 
and A. C. Kak, Academic FVess 1982. 



Computer Image Processing and Recogni- 
(ion by Ernest Hall, Academic Press 1979. 

Butcher ($37,00) 
Eagle TVee Software 
P.O. Box 164 
Hopewell, VA 23860 
(804) 452-0623 

PIXmateiUS.%) 

Progressive Peripherals & Software 

464 Kalamath Street 

Denver, CO 80204 

{303)8254144 

DeluxePhotoLab ($199,95) 
Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 
(415)571-7171 

Photosynthesk (S149.95) 
Escape Sequence, Inc. 
PO. Box 1101 
Ttoy, NY 12180 

Analytic Art (^9.%) 

Crystal Rose Software 

109 S, Los Robles 

Pasadena, CA 91101 

(818) 795-6664 m 
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And the fate of the free 



world rests in yotir capable hands. Take hold of the 
contfols and your wits. Because 20,000 feet 
below you thunders the most 
leared battleship in all of Ger- 
many's fleet; The Bismarck. 
Enemy fighters zoom above you, 

anxious to turn you into fish food. And all around you 

lurk treacherous U-Boats, E-poals and mine fields. 
Steady, mate. Remember all those practice flights? 

With these toils, it's no woniter we N OW It'S f r rOa I , YOU 'VB QOt 

position reports to monitor in- 
coming intelligence, A fully 
detailed instrument panel. And you can fire from 
one of two gunnery positions. All of which'll come 
in mighty handy when you've got 42,000 tons of 
riveted killing machine in your sights. 



Fxteo your sesitKli. ^ou'm in 
for Die dogf.^l ol yojr Irfg. 



tly in Ihc face of F-I6 Strike Eagla. 





WELL CAPTAIN. IT LOOKS LIKE F-15 STRIKE EAGLE™ ISN'T SD STfllKING, AFTER ALL. 
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by Graham Kinsey 



Amiga Public 
Domain 



This month Tve reviewed some of the 
programs on Fish disks 147 through 
154. There are also a bunch of programs 
from PeopleLink and local BBS's to dis- 
cuss. This month's hot PD program is a 
fantastic animation called Walker that re- 
quires 2MB just to run! Also appearing 
this month is a convenient program that 
beefe up the Workbench menu strip, as 
well as a program that creates 16-color 
animated mouse pointers. 

For each program the author is given 
when known, along with the Fish series 
number AmigaZone download file num- 
bers are listed for programs obtained from 
PeopleLink. (If no file number appears it 
may still be on PeopleLink, but I obtain^ 
it somewhere else.) When a public domain 
program has been classified as shareware, 
this is also mentioned with the suggested 
amount. 

Due to the large size of animation files 
being released for the Amiga, I have de- 
cided to assume that the normal size of an 
Amiga animation is one megabyte. Unless 
I specify otherwise, all animations re- 
viewed here require one megabyte to run. 
512K Amiga owners should keep this in 
mind. 

Escape irom Jovi: by Oliver Wagner 
(Fish #148; Shareware: $8) 

A simple Lunar Lander-type arcade 
game in which you must pilot the ship to- 
wards the top of the screen instead of the 
bottom. Wriiiten in assembly language. 
Escape from Jovi has multiple levels and 
decent sound efiects. 

Handylcons: by Alan Rubright (Fish 148) 

If you would like to add some more 
choices to the skimpy Workbench menu 
strip, Handylcons is a program to look at. 
Handylcons adds an additional menu 
(which can be filled up with programs of 
your choice), to the Workbench menu 
strip. You can use Handylcons to add 
menu options that will load a program. 
Therefore, instead of having to open disk 
and drawer icons to run a program, you 
can now simply access the menu strip in- 
stead. Handylcons allows you to create en- 
tries only for Workbench tools— not for 
projects (i.e., you can create an entry for a 
word processor, but not for a document). 




The maximum number of entries al- 
lowed in the Handylcons menu depends 
on screen resolution and the current font 
selected. The preferred method to add 
menu entries for programs is via the icon- 
extended selection method, however, you 
can also use the Info option on the Work- 
bench menu to permanently set up a 
Handylcons menu. A separate program 
called HandyWB allows you to set up a 
Handylcons menu from the CLl or the 
startup-sequence. 

ExecLIb: by Jean-Michel Forgeas 
(Fish 150) 

ExecLib is for C (especially Lattice C) 
programmers who need some help build- 
ing their disk-based libraries (like the 
ones supplied on the Workbench disk and 
the famous arp.libraiy). Complete instruc- 
tions are provided, including most of the 
necessaiy assembly and include files. (You 
need to pull the others fitim the ROM 
Kemal manual, but if you are really do- 
ing serious programming you already 
have those manuals anyway.) 

Iconizen by Alex Livshits (Fish 150) 
Another program that saves mouse 
pointers, so you can easily switch between 
them. Unlike others that save pointer 
simply as files, Iconizer saves a mouse 
pointer as an icon. In addition to the im- 
age, the icon's selection point and speed 
are also saved in the icon file. 

Pilot: by Tferry LaGrone (Fish 150) 
This is an Amiga implementation of the 



language Pilot, which is similar in some 
ways to the beginner's language LOGO. 
Although Pilot can certainly be used for 
introducing the world of computer pro- 
gramming to children, the author is main- 
ly concerned with using Pilot in the area 
of interactive video. One application that 
LaGrone's company is currently working 
on is for the National Park Service (and in 
particular, parks in Alaska). 

NOTE: Every time I tried to run the 
PILOT demo program my Amiga crashed, 
so be aware of this fact when attempting 
to check out this prc^ram. 

GlobeDemo: by Bob Convin (Fish 151) 
A small (both in size and memory re- 
quiral) graphics demo of a rotating planet 
Earth. The speed and colors used in the 
demo can be adjusted with a small pop-up 
menu. 

Pcopy: by Dirk Reisig (Fish 151) 

A simple diskcopy program with some 
interesting features. Pcopy supports veri- 
fying the destination disk. However, 
Pcopy does not make an exact copy of a 
disk; the date/time stamps are not the 
same on the destination disk. 

The only unique thing about Pcopy is 
that it has a special copy mode where a 
copy is started as soon as you insert the 
destination disk (i.e., if you are making 
multiple copies, you don't have to click on 
a gadget each time you start the copy pro- 
cess). Pcopy has some user-definable safe- 
guards when you put it into this autostart 
mode, so you don't accidentaUy copy over 
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a non-blank disk. 

SCT:by"aklevin"CFishl51) 

This is SetColorTkble, a CU-based pro- 
gram for alterin^saving color palettes. 
SCT isn't a program beginners would 
want to use, since there is no gadget-laden 
user interface, and all colors must be 
specified in hexadecimal. You can specify 
which screen to modify/save colors from by 
inputing the screen's title name. (Unfortu- 
nately, the accompanying utility program 
Cruise which was written by the author bo 
fetch any screen's title name isn't in the 
SCT directory on Fish 151. You can use 
Steve 'Dbbett's ScreenX program to find 
out the title name of a screen instead.) 
Some examples are given in the documen- 
tation for which SCT can be usefiil, includ- 
ing setting up a batch file that acts as a 
crude screen-blanker. 

Slideshow: by Mike McKittrick and 
Sheldon Tbmpleton 
(Fish 151; Shareware: $16) 

This slideshow program can be run 
from Workbench or CLI, is mouse driven, 
and the mouse can be used to move the 
slideshow forward or reverse. Fifteen dif- 
ferent wipes are available for use within 
the slideshow program that provides some 
pretty transitions. 

This has the potential to be a veiy good 
program except for one m£\jor problem: 
the program will display only 320 x 200 
IFF pictures. The authors mention that 
those who pay the shareware fee will re- 
ceive a version that displays 640 x 200 
IFF pictures, however, that version won't 
display lo-res IFF pictures. Fthe authors 
ever figure out how to support multiple- 
resolution modes, they could have a hit on 
their hands. Until then, Slideshow doesn't 
have what it takes to make waves in the 
Amiga PD arena. 

HPman: by Steve Robb 
(Fish 153; Shareware: $10) 

HPman is a convenient utility for con- 
trolling an HP LaserJet Plus laser printer 
hooked up to your Amiga. In addition to 
changing fonto, HPman also gives you 
control over such settings as lines per 
mch, margins, number of copies, end of 
line format, paper source and orientation. 

A^emblyDemos: by Foster Hall 
(Fish 154) 

If you program in assembly language, 
or are just curious about what can be done 
in assembly, here are a set of tiny demo 
programs written in assembly. Included 



are three stereo sound demos that demon- 
strate phasing and other sound effects. 
There are a couple of nice graphic demos, 
as well as a program that checks for vir- 
uses. The source code for only one assem- 
bly program is provided, but the author is 
willing to release the other source code ex- 
amples to anyone who contacts him. 

Guaidian: by Leonardo Fei (Fish 154) 
This virus-checking program's only 
unique attribute is that if you have an 
Amiga 1000, you can choose to have 
Guardian permanently installed inside 
the code on your current Kickstart (in 
place of the Debug( ) fimction). This 
mean that Guardian m effect becomes 
part of the Amiga operating system. 

Pointer Animator by Tim Kemp 
(AmigaZone file #13174; 
Shareware: amount not specified) 

Would you like to spice up your Amiga 
some? How about adtfing some constant 
colorfiJ animation to one basic component 
of the Amiga environment? Pointer Ani- 
mator allows you to trai^orm your dull 
four-color Workbench pointer into a 16- 
color animated pointer! 

Plenty of sample animated pointers are 
provided for you to try out. Included in the 



sample set is an exploding volcano, a "No 
Smoking" pointer (complete with a lit 
cigarette), a rotating color-cycling rectan- 
gle, an electrified mouse pointer, a swim- 
ming fish, and a happy face (with a big 
surprise throvm in!). As if this were not 
enough, you can also create your own ani- 
mated pointers using any standard paint 
program. Animated pointers don't chew 
up much memory or many processor cy- 
cles, so they add a nice touch to your 
Amiga graphics powerhouse, 

Pefihsicks: by Oen Peli 

(AmigaZone file #12910) « 

These are three graphics display hacks. 
Benchquake is a hack that Califomians 
will just love! Jumpbench reminds you of 
what can happen when you fool around 
with your TV set controls, and running 
TVaiis is sort of like finger paintii^ wi5i 
the mouse pointer 

Exploration: by Dr. Gandalf 
(AmigaZone file #12725 and 12726) 
A small but very nice ray-traced anima- 
tion with the sound of a rocket ship taking 
oS'from an "Amigatized" planet and de- 
ploying a communications satelfite. The 
ray-traced graphics were created with fin- 
pulse's Turbo Silver, and the sounds in the 
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Excellence,.. M 

for the Commodore 



Product Family 

Look for the name that 
spells Quality. 

Affordability, 
and Reliability. 



Lt. Kemal - a 20 or 40 
Megabyte Hard Drive which sup- 
ports CP/M, 

Super Graphix GOLD - the ultimate printer interface including a 32K buf- 
fer, 4 built-in fonts, a utility disk with 27 fonts and more. 

Super Graphix - an enhanced printer interface including NLQ, an 8K buffer, 
reset button, a utility disk with 27 fonts and more. 

Super Graphix Jr - an economical printer interface with NLQ and graphics, 
FontMaster II - a powerful wordprocessor for the C64 with 30 fonts ready 

to use, 65 commands, font creator and more. 

FontMaster 128 - a super wordprocessor for the 128 including 56 fonts ready 

to use, a 102,000 word spelt checker and much more. 

All Hardware is FCC Certified All Interfaces include a Lifetime Warranty 

^.— -^ CM and 128 are reg. TM of Commodore Business Machines, Inc. 

^^1,^=^ 2804 Arnold Rd, Salina, KS. 67401 (913) 827-0685 
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animation were digitized with Perfect- 
Sound. 

Walker by Brian Williams & Imaginetics 

It's been a long time since I have seen 
an animation demo as incredible as Jug- 
gler and DemoReell seemed when they 
first appeared. Walker is an animation 
that truly deserves to be mentioned 
among the best Amiga animations of all 
time. Walker is incredible! It's an anima- 
tion of an AT- AT Imperial Walker (from 
the movie The Empire Strikes Back) walk- 
ing in front of an Amiga 2000. 

Walker is unique on many fronts. It is 
the first Amiga animation ever created 
that requires 2MB just to run! So far just 
about every animation I've ever seen 
would run witli a minimum of 1MB (al- 
though certain animations like RGB and 
Walk needed 1,5MB if you wanted to run 
tliem from Workbench or hear the digi- 
tized sounds). 

Walker may also hold the record for the 
longest full-screen Amiga animation, 
since it runs for over 20 seconds (if that 
doesn't sound like much, take a look at 
the average VideoScape 3-D animation 
and you'll see that full-size animations 
rarely last more than three seconds). The 
smoothness of the animation is also worth 
noting. 

Walker also has some nice sound effects 
(although not as spectacular as Uie ani- 
mation sequences), including some decent 
music during the loading sequence. Since 
Walker takes up 1.6MB of disk space (and 
a long time to load), it is nice to have some 
pre-animation music to listen to instead of 
the gronking of disk drives. 

Although Walker was on PeopleLink 
for a brief time, it is now gone since not 
many people want to spend four hours to 
dowiiload one ammation no matter how 
good it is. If you're on PeopleLink you 
should be able to find an AmigaZone 
member who can send you a copy if you 
can't obtain it locally. 

R^Z: by Frank Anthes-Harper 
(AmigaZone file #13408) 

This is a port of a pair of Unix programs 
that can externally add Xmodem, Ymo- 
dem and Zmodem protocols to an Amiga 
terminal program that doesn't support 
these protocols on its own. RZSZ supports 
the batch transfer capabilities that are a 
part of Ymodem and Zmodem, however, 
the program does not support resuming 
aborted transfers, which is a powerfiil por- 
tion of the Zmodem protocol. Unfortunate- 
ly, RZSZ can only give a terminal pro- 



gram these added protocols if the terminal 
program supports an option to smrender 
control of the serial port to an ejrtemal 
program. 

There is at least one Amiga PD pro- 
gram that can take advantage of RZSZ. 
Access! by Keith Young (version 1.4 was 
reviewed in last month's instaUment of 
this colunm) doesn't support Ymodem and 
Zmo-dem protocols by itself, but now with 
Ymodem and Zmodem available to you. 
RZSZ you can now use Access! and have 

Zoetrope: by Louis Markoya 
(AmigaZone file #13422 and 13425) 

An animation created with the new ani- 
mation package Zoetrope by Antic Soft- 
ware. Zoetrope is written by Jim Kent, au- 
thor of Ae^ Animator. The animation 
Louis created is of a set of multi-colored 
3D letters (which spell Zoetrope, natural- 
ly) exploding into the screen. The effect is 
quite pleasing and serves notice that Zoe- 
trope is an animation package worth look- 
ing at. 

Atredes-DEMO: by Michael (>)x 
(AmigaZone file #12338) 

This is a terminal program whose sole 
purpose is to be used with BBS's that are 
running the new AtredesBBS software by 
Incognito Software. This terminal demo 
program allows you to view SkyPix graph- 
ics, a custom graphics system used exclu- 
sively with Attvdes. SkyPix includes the 
ability ^ send IFF brushes over the mo- 
dem. 

Blaclgack: by Daniel J, Condon 
(Shareware: $15) 

A good blackjack game which uses the 
mouse for all input. This rendition sup- 
ports multiple decks as well as all the es- 
sential rules, including split pairs, insur- 
ance and doubhng down. This program 
was primarily written for blackjack en- 
thusiasts to practice card counting. Unfor- 
tunately, it does not teach the basic meth- 
ods for those who haven't learned a card- 
counting system. 

Cleimup: by David Czaya 
(AmigaZone file #13595) 

This program will clean up after any 
program that uses the arp.library, an im- 
portant piece of ARP ( ArnigaDOS Re- 
placement Project), but Cleanup doesn't 
clean up after itself Although this pro- 
gram is intended for programmers who 
are using arp.library, you could also use 
this to prevent a poorly-written program 
that uses arp.library from corrupting 
your Amiga environment. 



It's time to tell you all how you can 
nominate Amiga PD programs to for the 
b^ of the year. First of all, I am not tak- 
ing a poll here! What Fm looking for is not 
only which programs you feel are the best 
PD prognims in '88, but also why. So don't 
just send a /w( of your favorite PD pro- 
grams without telUng me why you feel 
these programs deserve special recogni- 
tion. 

Also don't select old programs (pro- 
grams that appeared before 1988) unless 
said program received a major upgrade in 
the past year. 

If you are recommending a program 
that you read about in my column, please 
make a note of which month that PD pro- 
gram was reviewed. If the program was 
never reviewed in my column (this 
shouldn't occur too often), please note that 
instead. Don't worry about categorizing 
the programs (the categories that ap- 
peared in the "Best of PD" '87 feature are 
bound to be revised), however if you want 
to categorize programs that's fine. Please 
send all recommendations to: 
BestofAmigaPD'88 
1015 S, Quincy Ave, #112 
Quincy, MA 02169 

If you are online on PeopleLink, then 
just stay tuned, as I wiD be asking for sug- 
gestions from tiie folks who frequent the 
AmigaZone in late January or February. 
The deadline for sending in your sugges- 
tions is Februaiy 30, 1989, so don't delay! 

Expect more of the same next month, 
including possibly an early word on the 
winners of the First BADGE Killer Demo 
Contest {remember that last year the 
'^roth" BADGE Killer Demo Contest 
was held). 

As always, I can be reached on the 
Amiga Zone on PeopleLink (ID: G KIN- 
SEY), or on the IDCMP BBS (617) 769- 
3172 {300/1200<'2400 baud, running 24 
hours a day), addressed to SYSOP. If you 
have written a public domain' 
shareware/freely distributable program, 
or have obtained one that you think is 
worth mentioning to all Amiga owners, 
then please attempt to contact me via tie 
aiwve or through Commodore Magazine. 
See you next month. 

Fish disks: For a catalog, send a SASE 
and four loose stamps or $1 to: Fred Fish, 
1346 W. 10th Place, Tempe, AZ 85281. 

To sign up to PeopleLink and their Amiga- 
Zone, call them at: (800) 524-0100 (voice) 
or (800) 826-8855 (via modem). B 
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Arcade 

adventure 

at its 

finest... 

Fast-paced, exciting 
combat demands the 
use of all your wits 
a nd endu ranee to best 
a world teeming with 
assassins, wizards 
and monsters. Expe- 
rience captivating graphics of an unprecedented cal- 
ibre. Relentless opponents will hone your combat 
skills to a razor's edge. A simple yet powerful menu 
and icon interface provides effortless interaction with 
the world and its people, while the incredibly smooth 

animation 
presents a 
continuous 
panorama of 
action and 
adventure. 



Fantasy 
role- 
playing 
at its best! 




Astonishing realism 
is yours through 
scores of uniquechar- 
acters and sophisti- 
cated conversations. 
Immerse yourself in 
thesightsand sounds 
of an ancient world embroiled in turmoil — ^the disap- 
pearance of the king and his young 
son — the struggle 
for control of the 
realm. The stakes 
are high; your role 
as the hero-for-hire 
requires all the cour- 
age and savvy you 
can muster. Your 
quest for truth will 
teach you much of 
the distinction be- 
tween appearances 
and reality. Magic 
and intrigue com- 
bined with finely 
crafted game-play 
bring you the best 
of fantasy in... 




art tor the 
ComiTKHjorT. 



Times of Lore 



1) till |.ll(yi}.W9-4*)« tm 
laI|imESTUiiirdirb]fVISA/ 
MC, or 

3) mill chick <V.'!. 1) or VISA 
fMCK, card&Dld«r nime and 
tfplratJOQ dale to Orljl.. AUvtr- 
akKia U1.9S plui SlSa •iL\pf\i\t 
andbandMaf. AJMf l.lwaaka Td*- 
diUvtrj. 



Try KIAdemodlskofTImes 
o( Lore b now avall4t>1e for 
the Commodore 64n23K. 
ScndS^.SOto Origin fa ryo an 
ind credit it towards a diiert 
order purchase. 



Avillibli for the IBM -PC/ Tandy/ 
compatibles^ Apple 11 Series, Com* 
modore M/I39, Amiga and Atari ST. 



Tlmt*ofL«niiatriulema^)torOn^n System ijnc. 



Stunning graphics and animation 
Fast-paced combat action 

• Dynamic conversations 
• Compelling plot 
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136-B Harvey Road, 
Londonderry, NH 03053 



Presenting the Red Storm Rising'" Ultimate Challenge 

lUnalMpforl^Ur 



Now Red Storm Rising — the gripping World War III 
submarine simulation by MicroProse Software for the 
Commodore 64 — is more exciting than ever. Your skill as 
Captain of a nuclear attack sub in the North Atlantic can win 
you and a companion an unforgettable visit to Great Britain! 

MicroProse Software and Commodore Magazine have 
convened a Board of Naval Examiners to find the Admiral of the 
Fleet — the very best Red Storm Rising nuclear submarine 
commander in the world. 



Grand Prize 



In September, 1989, the Red Storm Rising Admiral of the Fleet 
and a companion wili travel on a 7-day expense-paid travel 
award to Great Britain, They will visit Dunoon, Scotland, home of 
the US submarine base at Holy Loch from which Red Storm 
Rising players operate. Then it's on to London, where they will 
marvel at the huge, international 1989 Personal Computer Show. 
The Admiral of the Fleet will also win a complete library of 
current MicroProse Software titles for the Commodore 64, a one- 
year subscription to Commodore Magazine, and Red Storm 
Rising materials autographed by Tom Clancy, author of the best- 
selling novel. Red Storm Rising. 




Contact Screen 



Prizes lor Runrers-Up Too! 



The First and Second Runner-up Vice Admirals will receive a 
Commodore 128-D Computer System, a complete library of 
current MicroProse Software titles for the Commodore 84, a one- 
year subscription to Commodore Magazine, and Red Storm 
Rising materials autographed by Tom Clancy. 

Another seven Vice Admirals will receive a complete library of 
current MicroProse Software titles for the Commodore 64, a one- 
year subscription to Commodore Magazine, and Red Storm 
Rising materials autographed by Tom Clancy. 



Strategy 





First, send for your Official Log Form and complete Rules (see 
"To Enter" on next page). Then, start playing the full Red Storm 
Rising campaign game and learn to achieve maximum Efficiency 
Rating (ER). (For your initial entry and first round of competition, 
your best campaign will be the campaign with your highest ER.) 
Learn how to protect the ER of your campaign in progress by 
choosing the "Computer Log" option at the "Contact Screen" 
preceding each battle, and then saving your game. (The 
"Contact Screen" is shown at right,) If your performance does not 
meet your standards in the ensuing contact, you can re-play it 
(before going on to another battle) without losing your previous 
score. On the Official Log Form you will till in the details of each 
of your most successful battles in your best campaign. Before — ^ ^ 

you fill out the form, you might make photocopies so that you can CjOIXUTIOCIQDB 
keep trying for higher and higher ERs. magazine 
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sponsored by Commodore Magazine and MicroProse 



Scotland 



\ ^ 





■-"^m^ 



Duaoori, Scoiiand wtih a Uth US Navy Submanno ' 
Squadron ship and floating dcch in ih^ Holy Lodi. 




To Enter 



1 . Obtain an Official Log Form and the complete Rules by 
sending a letter or postcard as soon as possible to the Red 
Storm Rising Board of Naval Examiners, 180 Lakefront Drive, 
Hunt Valley MD 21030. (Several pre-addressed postcards have 
been inserted into this edition of Commodore Magazine.) 

2. Submit your final game save disk {one disk only) and a 
completed Official Log Form from your highest-ER Red Storm 
Rising Campaign to: Red Storm Rising Board of Naval 
Examiners, 180 Lakefront Drive, Hunt Valley MD 21030. Your 
entry must be received not later than March 31 , 1 989. 



Naval Operations: Orders 



The Board of Naval Examiners will make every effort to ensure 
that the Red Storm Rising Ultimate Challenge is a fair 
competition and a meaningful test to all who enter. As you 
proceed into the higher levels of competition, the Board of Naval 
Examiners will advise you of specific examination procedures. 



The Timetable 



March 31, 1989 Deadline for Board of Naval Examiners 
to receive Official Log Form and final 
game save disk from Entrants seeking 
promotion to Admiral. 

During this week, the Board of Naval 
Examiners will select 15 Rear Admirals 
from among All Entries received. 

During this week, Appointments will be 
set for 15 Rear Admirals to be 
interviewed via telephone, by the Board 
of Naval Examiners. 

During this week, the Board of Naval 
Examiners will interview the 15 Rear 
Admirals, and grant promotions to 10. 

Ten (10) Vice Admirals will compete in 
the Red Alert War Game for the right to 
be called Admiral of the Fleet. 

Verification Process Begins; Vice 
Admirals return records from the Red 
Alert War Game. 

Admiral of the Fleet and a companion 
depart on their 7-day travel award to 
Scotland and England. 

Keep your calendar open for all steps in the Timetable. 



April 3, 1989 



April 10, 1989 



Aprll17, 1989 



April 30,1988 
(Red Sunday) 

May 1,1969 



Late Sept., 1989 



of Commodof Efacirorics Li"n ted 



P&d S^Ofm Rising txf Tgin Ctara^ C ISSfitry 
Jach Ry^ Enlerp^MS LfH arid Larry Bond 



Watch the News Section of Commodore Magazine for 
More Information on the Red Storm Rising Ultimate 
Challenge. 




byDohn^ermaine 



UNDBAli 
FTWAR6^ 



Hey, sports fans! Have I got a story for you. I've always had a thing for microcomputer 
basketball, so I had to interview Eric Hammond (developer/designer of Dr. J and Larry Bird 
Go One-on-One). One-on-One, introduced in 1983, is currently available for most micro- 
computer systems. More than 400,000 units have been sold worldwide, and the program 
has the distinction of being the most successful sports-oriented computer game of all time. 

Electronic Arts has recently released Jordan vs. Bird: One-on-One. This takes One-on- 
One basketball in new directions. I'll also be talking with Mark Madland who designed 
that program. And we'll get Michael Jordan's thoughts on the program. So get comfortable 
and prepare for the half-court adventure of a lifetime. 




Jortkm vs. Birti liv« 



efore we start, here's a brief look at 
' the history of basketball. Ancient Az- 
tec Indians played "OUamalitzli," a popu- 
lar sport where two teams tried to hurl a 
i-ubl)er ball through a fixed stone ring lo- 
rated above the players at one end of the 
Htadium. No one really knows the rules of 
the game, but the losing captain was often 
decapitated. I guess there was some jus- 
tice in those days. 

Dr. James Naismith is the father of 
modem basketball. He invented the sport 
at the Springfield, MA 'IVaining School of 
the Litemational YMCA late in 1891. 
The first official match took place on 
March 11, 1892, and the International 
Amateur Basketball Federation was orga- 
nized in 1932. 

During the 1940's, coaches came up 
with a new tactic: "frecKing the ball." A 
team could maintain a leading score and 
let the time on the clock run out by drib- 
bling the ball, passing it around and delib- 
erately not shooting at the basket. This 
strategy quickly became a part of the 
sport, but it slowed down the pace of the 
game, and scores were at record lows. In 
fact, the Fort Wayne Pistons beat the 
Minneapolis Lakers 19-18 on November 
22, 1950. Around this time pubhc interest 
in the sport also reached an ail-time low. 
Danny Biasone, a team owner, came up 
with a plan to rectify the situation. He de- 



vised the "24-second rule," which required 
a team in possesion of the ball to shoot at 
the basket within 24 seconds. If they 
didn't get a shot off before time ran out, 
the other team gained possession of the 
ball. Biasone's idea eventually made the 
game more exciting, and scores increased 
significantly {as did attendance). 

In recent years, the names of basketball 
players have become household words, 
while their incredible deeds are the leg- 
ends of our time, Julius "Dr. J" Erving 
was named the most valuable player of 
the NBA in 1981 and led the Philadelphia 
'76ers to an NBA Championship in 1983. 

Larry Bird of the Boston Celtics has a 
long list of personal achievementsL These 
include: NBA Rookie of the Year (1980), 
named to All-NBA First Tbam (1980-88), 
NBA All-Star Game Most Valuable Player 
(1982), NBA Most Valuable Player 
(1984-86), NBA all-time three-point field 
goal leader, NBA All-Star Three-Point 
Contest Winner (1987, 1988), and so on. 

Then we come to the Chicago Bulls' Mi- 
chael "Air" Jordan. Like Bird, he has a 
long list of accomplishments including: 
NBA Rookie of the Year (1985), led NBA 
in scoring (1987), regular season scoring 
leader (1988), Defensive Player of the 
Year (1988), NBA Most Valuable Player 
(1988), N^A Ali-Star Game Slam-Dunk 
Champ (1987, 1988). 
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Jordan on 
Jordan vs. Bird 



^^ ichael Jordan talks about taking 

over Eh", Js One-on-One legacj', how 
he would play against himself' in Jordan 
vs. Bird, and life after basketball. 

Jemminc; Lany Bird stated that you are 
a very good replacement for Julius Erving 
in this new computer basketball game. 
What does it mean to you to suoc^ Dr, J? 
Jordan: Almost Srom the day I was drafted 
to play NBA basketball in June 1984, 
there has been a growing expectation that 
I would be the heir apparent to Julius Er- 
ving. Dr. J is a legend in basketiball. For 
me to be compared to Dr, J is quite flatter- 
ing. Certainly, the creativity and flair 
which he exhibited in his play has influ- 
enced the players of my generation. How- 
ever, every player has his own personal 
style, both on and olTthe court, and I fieel 
that our stylra are somewhat different. 
My goal is to be the best Michael Jordan, 
not the next Dr. J, but it is an honor to be 




Jordan explains some fine points during the 



compared to someone of lus acoimplish- 
ments and character, 
Jermaine; Have you ever seen computer 
video games before the Jordan vs. Bird 
project? Now that you are somewhat fa- 
miliar with computer video games, what 
do you think of them? 
Jonian: Fve seen the computer game be- 
tween myself and Lany and think it is an 
exciting and fiin contest for kids and 
adults of all ag^. Prior to this game my 
real experience with computer games 
were ^mes like PacMan and arcade vid- 
eo games. Now that Fve discovered com- 
puter video (especially my computer video 
game), fm veiy interested in playing 



more and more computer video games. 
Jermaine: How does it feel to be consid- 
ered a software artist? Was it interesting 
to actually see how the game was devel- 
oped, as you helped with many of the fea- 
tures that are now in the game? 
Jordan: It was fascinating for me to sit 
with the programmers and see the game 
developed. At rertain points, I described to 
programmers how certain moves are 
made and right before my eyes the moves 
were programmed and inserted into the 
computer video. It was one of the most in- 
teresting and dramatic sessions I have 
ever been involved with, 
Jermaine: What was it like to see yourself 
dunking and scoring on the computer 
screen? Is this a fair portrayal of what you 
do on the basketball court? 
Jordan: It was really fnn to see myself 
dunking on a computer screen — esp«:ially 
the double 360 which the programraere 
added to my game. Beyond simply having 
fiin, I had a chance to analyze Uie form 
and style which the computerized Michael 
Jordan displayed in his dunks, I met with 
the pn^rammers for several houi^ and 

Continued on page 113 
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Beginnings of a 
Best Seller 



G 



etting back to the subject at hand, 
Eric Hammond has always been a biis- 
ketball fanatic, hi 1983, he created the ori- 
ginal One-on-One program— an amazing 
accomplishment at that time, Hammond 
is also a record-holder of sorts: One-on- 
One is the best-selling Electronic Arts ti- 
tle of all time. I recently spoke with Ham- 
mond who told me about his work with 
Erving, Bird and the best-selling EA 
product to date. 

John Jermaine: What inspired you to a 
write a basketball program? Did you con- 
sider using any other possible titles for the 
game? 

Eric Hammond: I've been playing basket- 
ball since I was a kid. It just seemed a nat- 
ural project to combine my skills. Now, if I 
could only play as well as I program (but 
Fm not sure I want that either). Anyway, 
One-on-One was the program title from 
the beginning, and I don't think anybody 
really thought about using a different 
name. I guess Activision and Gamestar 
also liked the title (if you know what I 
mean). 
Jermaine: Were Julius Erving and Larry 



Butl your first choices for the One-on-One 
project? 

Hammond: Yeah, especially Dr. J. I can 
remember playing B-bidl in grade .school, 
dreaming 1 was Doc. It was fxmny that we 
didn't think about too many other players 
at the time. EA was really hot for Larry. 
They thought he was the next Jerry West. 
Bird was just coming into fame when One- 
on-One was being developed, .so I realiy 
didn't know much about him back then. 
Now I do. lb tell you the truth, I was sur- 
prised to find out that both of them had 
signed. What an inspiration that was. 
Jermaine: If Erving and Bird had de- 
clined, did you have other basketball stars 
in mind for the project? If so, who were 
they? 

Hammond; Kareem (Abdul-Jabbarl imd 
"Magic" Johnson were mentioned, but 
Electronic Arts (being the marketing wiz- 
ards that they are) were set on the names 
that would draw the most attention. Look- 
ing back on the situation, I think it would 
have been a toss-up between Magic (my 
present basketball hero), "Air" Jordan, 
Isaiah Thomas, and a few others. 
Jermaine: How did you get the licenses to 
use Erving's and Bird's names m One-on- 
One? 

Hammond: EA's lawyers acquired the 
names for the project. I understand it was 



a pretty uneventful procedure. Electronic 
Arts called up their agents, and a little 
while later they called back and said the 
deals had been made. 1 can't tell you how 
pumped up I was when the good news ar- 
rived. 

Jermaine: Can you give me some infor- 
mation about the program in general? 
H^nmond: The original version of the 
game was developed on an Apple II. One- 
on-One was officially started around June 
of '83 and finished on December 5th of the 
same year, One-on-One consists of ap- 
proximately 18K of code, where about IK 
was used for the computer opponent. This 
IK, however, is connected to a number of 
outside routines which help to make its 
decisions. 

I also ported the program over to the 
(Commodore 64. This meant 1 had to learn 
the secrets of the system, but it was fairly 
easy work. In fact, I completed the job in 
about a month and a half Some people 
seemed to think that the 64 translation of 
game suffered from severe "Apple-itis," 
that is, it looked very mucli like the Apple 
version and didn't take advantage of tiie 
64's graphic capabilities. In many re- 
spects, that statement is true. Once I got 
the program up and running, I had two di- 
rections I could go; do it quick and dirty or 
go all out and give it a mjyor face lift. I 
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Slam-Dunk Sequel 

For the last few .years, One-on-One has 
mgned supreme as the most popular 
computer sporte game on the market. But 
a lot has happened since 1983. Graphics 
on the 64 have progressively improved. 
Digitized sounds appear in some pro- 
grams, while game play gets better all the 
time. Fans have continually demanded a 
sequel to Oiie-on-One, but for some mys- 
terious reason, it never materialized. That 
is until now. EJectronic Arts has released 
a package that contains three games in 
one: an "Air" Jordan slam-dunk contest, a 
three-point shootout and the classic one- 
on-one matchup. 

This is where Mark Madland enters the 
picture, Madland, an independent soft- 
ware developer, began working for Elec- 
tronic Arts during the first quarter of 
1987. He was biiBd to design a new hock- 
ey program for the company but ended up 
developing Jordan vs. Bird at the same 
time, ril let Mark tell you how this project 
came together, and what it was like to 
work with Michael Jordan and Lany 
Bird. 



Jermaine: TfeU me about yourself. 
Madland; Fm 32 years old, single and in- 
terested in getting several projects done 
by Christmas. All kidding aside, my inter- 
ests include; bird hunting, snow skiing, 
water skiing and outdoor stuff (like back- 
packing, for example). 

When I was 13 1 had an acrident with a 
caterpillar tractor that changed my life 
forever. Suddenly 1 couldn't play junior 
high basketball any longer (when I had 
been on the starting team). The muscles of 
my 1^ wouldn't allow me to cut one way 
or another, and I was always falling down 
on the court. One day the wrestling coach 
came over to me and said, 'Tve notired 
you spend a lot of time on the floor Why 
not come and wrestle for me?" So I took 
his advice and got into wrestling. As my 
leg muscles strengthened, I began playing 
high school baseball Eind football. I even- 
tually became an All-American line-back- 
er at the University of Pi^et Sound, but I 
never returned to basketball until I be- 
came an adult. 

Jermaine: What inspired you to work with 
microcomputers in the first place? 
Madland: Bob Ogden, one of the guys I 




The Electronic Artists; 

(back row, left to right) Jordnn, Hellesen, Bird; 

(front row, left to right) CMii, Hitchens, Madland. 

played football with, pointed me in the 
right direction. After graduating from col- 
lege, Bob went to work at the Bally coin- 
op division, while I became a manufactur- 
er's rep in the toy/game industry. Bob and 
I remained close friends during those 
days. We were always talking about the 
video game market tmd where it was go- 
ing in the near future. By 1983 Fd heard 
enough. I wanted to start a new career in 
the microcomputer software industry be- 
cause it seemed to be the coming thing. 
One problem still had to be solved; did I 
want to concentrate my efibrt on the Atari 
800 or the Commodore 64? Thank good- 
ness I went with the 64, 
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Juhus Erving & iMxry Bird (k) Ono^n-One 



chose the first option because program- 
mers are generally pretty lazy. Looking 
back on the project, however, I wish Fd 
done a lot more with the 64 translation of 
the product. 1 spent all my lime working 
on the animation and literally forgot 
about the rest of the screen, 
Jermaine: When did you actually work 
with Erving and Bird? TIjII me about those 
sessions. 

Hammond; Julius flew out to EA in June 
of 1983. 1 was living in San Diego and 
managed to find the time to fly up and 
meet with him. There were about ten peo- 
ple in this cx)nference room from Electron- 
ic Arts (besides myself and Doc). The top 
guys at EA (Trip Hawkins, Bing Gordon, 
Joe Ybarra, etc.) were all present because 
they're all hard-core sports fans. 



The mating was really helpM in prod- 
uct design, but it was just too much to 
have this guy in the same room with us. 
There are few sports figures in the world 
that equate tx) Dr. J. It wasn't that here is 
this sports mogul, and I should bow down 
to his greatness. It wasn't that at all. Er- 
ving carries this air about him. He really 
aires about things. He cared whether 
Oiie-on-One was good or bad. He also 
ciired enough to give us his time and sug- 
gestions. 

The spinning of the players, for exam- 
ple, was on the drawing board as a "may- 
be" when Doc first saw the prototype of 
the game. He explained how spinning 
would make Onc-im-OnemoxQ realistic, so 
guass what feature 1 added next. His in- 
volvement in the project inspired me to 
put some extra material in the program. 

In August of '83 we all flew out to Mas- 
sachusetts to meet with Larry and Julius 
while they were at a Spalding convention. 
EA put me up in this plush hotel in Bos- 
ton for a couple of nights just to have a lit- 
tle fun. What a oimpany! On the following 
Monday, we all wont up to Springfield. 
That was where they shot those great 
packaging pictures. The photographer 
was Norman SeefT. He's shot a number of 
rock groups over the years (including Van 
Halen). The location wasn't a set. It was 



actually a grade school, with a lot of graf- 
fiti all over it. 

Here's the story: We got there around 
11:00 a.m. There were just a few guys from 
Electronic Arts and myself No Erving or 
Bird. Ihe police had a large portion of the 
playground roped off, so the kids knew 
something was going on, I was bored, so I 
started shooting hoops while Norman .set 
up his equipment— a lot of equipment. 
There were about 50 black kids trying to 
figure out who the heck this white guy 
was and what was the big deal. Suddenly 
an average-looking Ford rental car pulls 
up, and Dr. J and Larry Bird get out. I 
glanced over and saw a hundred huge 
eyes. Then everyone took offrurming like 
wild horses. Five minutes later there were 
300 kids on the playground holding pens 
and pieces of paper Those two guys really 
made the kids' day. 

We talked to Julius and Larry later that 
afternoon and showed them how the game 
looked (the development was fairly far 
along at that time). During this meeting, 
Bird came up with the idea of using fa- 
tigue bars in the program. He was pretty 
low-key, but I respected his attitude to- 
wards wanting to keep to himself. He's a 
great basketball player, and we really had 
a good time talking with him. 

Continued on page 110 



68 JANUARY 1989 



I gradually developed editors and tools 
for the system, found some programmers 
(who had written their own utilities) I 
could work with, and we co-founded 3-2-1 
Software. Our first project was HES 
Games, a multi-event Olympic-style pro- 
gram. Shortly after that, we created Brmk 
Street (an authentic breakdance simula- 
tion) for Creative Software. Our company 
disbanded a short time later, so I went on 
to do some contractual work for Epyx, Ga- 
mestar and finally Electronic Arts. Tve 
also contributed to other sports-related 
software projects: GFL Football, Cham- 
pionship Baseball, and GBA Basketball 
Two-on-Two. 

Jermaine: How did you get the Jordan vs. 
Bird project off the ground? 
Madland: Believe it or not, I've been 
touching base vdth Electronic Arts since 
1983, 1 contacted them every now and 
then, but they never seemed to have a 
project I wanted to do. Late in Januaiy of 
1987, we discussed the possibility of gen- 
erating a hockey game. 1 really liked the 
notion, but it was April before we could of- 
ficially start the project. 

In the meantime I came up with the 
idea of doing another One-on-One pro- 
gram, where the figures on the screen 
would be larger than before, and the user 
could participate in a slam-dunk contest, I 
really believed in this project, so I quickly 
put together an animated sequence of 
Bird perfbmiing a slam dunk (since Jor- 
dan hadn't even been mentioned yet). The 
demo went over pretty well at Electronic 
Arts. 

Ironically, Don T^aeger (producer of Jor- 
dan vs. Bird One-on-One) shared my en- 
thusiasm. After watching the NBA Slam- 
IXmk Contest on television, he thought it 
would be fim to do something similar on a 
computer. Don and I sold the idea to the 
brass, but it meant the group would have 
to produce twin programs during the 
same time frame. After that last detail fi- 
nally sank in, I began to question my own 
samty. 

Jennaine: What do you think of the origi- 
nal One-on-One program? 
Madland: The Erving/Bird game was a 
spectacular product in its day, but that 
technology was state-of-the-art four years 
ago. As you probably know, Dr. J has re- 
tired torn basketball since then. Our goal 
was to take the basic One-on^ne concept 
and point it in a totally new direction. I 
think we did just that while adding the ex- 
traordinary aerial capabifities of Jordan 
in the slam-dunk contest and a three- 
point shootout with Bird. 



"Our goal was to take the 
basic One-on-One concept 
and point It in a totally new 
(jirection. I think we M just 
that." 

—Madland 



ilermaine: If Jordan and Bird hadn't par- 
ticipated in the project, who were your 
third and fourtii choices? 
Madland; I hate to use the phrase "third 
and fourth choices." If Lany and iVlichael 
hadn't been available, Fm sure we would 
have contacted two other basketball stars 
(probably Dominique Wilkens and Magic 
Johnson). We never actually oonsideral 
them for the job, but their names came up 
in our conversations a lot. 
Jennaine: Can you tell me about the pro- 
gram's slam-dunk contest? 
Madland: We patterned our game after a 
videotape of the 1986 NBA Slam-Dunk 
Contest. The contest challenges one to 
four players to perform several different 
slam dunks correctly, firom a list often 
possible dunks. You can also play against 
the computer. There are three rounds in 
the game (preliminary, semi-final and fi- 
nal competition). But you don't always 
participate in all three of them. In a four- 
player game, for example, you play three 
rounds, while three users play t^wo rounds, 
and so on. If you have two players or few- 
er, you both go straight to the finals. 
You're allowed to perform two dunks in 
the preliminary round, and three dunks in 
the senii-fina! and final rounds. If you 
miss a dunk in one of these three rounds, 
you get to do it over again. Whenever you 
perform a perfect "50" dunk, Michael Jor- 
dan's face appears on the screen, and he 
congratulates you for a job well done. 
Jennaine: Did you originally plan to put 
the three-point contest in the program? 
Madland: No, we came up wiUi the idea 
halfway through the project. This game 
actually emulates the NBA Three-Point 
(!kintest you see on television. Five racks 
of balls have been placed around the 
three-point perimeter Each rack contains 
four balls, worth one point a piece and a 
money ball worth two points. After shoot- 
ing your final ball in a rack. Bird runs to 
the next one, and you can start shooting 
a^n. Players have one minute to com- 

Continued on page III 




Jortkm vs. Bird: Oii^On-One 



I POIHI 
COKTEST 




Jardaa vs. Bint 3 Point Conl^ 



SLftH DUNK COMIEM 

"• '■ -"- RIH PftUSE 






UftRK UP 




Jordan vs. BM- Sam Dunk Contest 



COMMOIXJRE MAGAZINE 69 



■:M&i^^ 




by Gary V. Fields 





The Amiga desktop publishing revolution 
is upon us, and a number ofprograms 
have behn released, reviewed, revised and 
re-released. Here's an up-to-the-minute 
survey of what you can do witli what's 
available and how much it costs. 



S-!.^^■v^-^-- 



powerflil publishing era began in 1985. 1 don't recall the 
. exact day, but I do remember the conversation Zak Allen, 
an editor for the Asheville Times, and I had as we bent over the 
Associated Press wire machine and read the news story describing 
the first Amiga 1000. The AP vi-riter described the computer 
with accurate yet vague terms like "reasonably priced," and 
"super powered" and finished with ten-cent adjectives like "niR> " 
and "fiiendly." 

Reading between those indeterminate descriptions, Zak recuL^- 
nized the powerful publishing potential the system possessed, lb 
appreciate how exciting this realization was, you must under- 
stand that almost every editor, Zak included, who grew up in a 
small town, dreams of someday returning and publishing his or 
her own newspaper. Finisliing the AP storj", Zak looked up from 
his chair and said, "You know, with the right software, I think 
I could put out an entire newspaper single-handedly with onp 
of these." 

Over three yeare have passed since that AP story buzzed the 
wires, and at long last good desktop publishing fDTP) packages 
and unique peripherals have arrived which can drive the 
Amiga's printing presses. 



Before there was desktop publishing, convert- 
ing ideas into press-ready documents was costly 
and time consuming. Columns of type were set on 
expensive typesetting machines and then pasted 
on layout pages with the aid of equally expensive 
hired help. lb include graphics you had to hire an 
artist. Just to ^t a stoiy from the writer's finger- 
tips to typeset text required time-consuming 
transformation as it was typed, then sent to a 
typesetter who re-keyed each page and had the 
text formatted and printed as galley proofs. These 
proofs were then returned to the editor who 
checked them for errors, penciled in changes and 



sent them back to the typesetter to be corrected. 
This cycle continued until everyone was happy 
with the content, grammar, spelling, font choice 
and size of each article. Only then was the text 
ready to be physically pasteil on to a layout page. 
This expensive and time-consuming cycle con- 
tinued until evety word, line, box and graphic was 
ready to be turned over to the printer. For years 
computers have helped publishing compani^ cut 
financial comers and eliminate redundant chores, 
but the ojst of those systems ($50,000 and up) was 
far beyond the reach of individuals and most 
small businesses. Al! that changed with the intro- 
duction of computer like the Anugs and the, 
high-density dot pattern printers now coming to 
the market. 





With an Amiga, the right software and 
a good printer, you can design, store and 
publish pages (or entire books) mixed with 
graphics, text, multi-fonts, digitized pho- 
tographs, boxes, shadows, screened pat- 
terns, color and almost any other ingredi- 
ent required to produce a professional- 
quality publication. You can do it all 
quickly in your home/office, and you can 
do it single handedly if you wish. But best 
of all this flexibility and power gives you 
total control at an affordable price tag. 

Once a desktop publishing system is up 
and ruiming properly, it is the embodi- 
ment of typographic power. Tfext can be 
imported from any word processor or 
keyed directly into the document where it 
flows almost magically into multiple col- 
umns you define and size. And if that isn't 
exciting enough, the text will effortlessly 
flow over, under or around graphics — a 
trick which has fiustrated ediiiors and en- 
gravers for centuries. With a DTP system 
you are free to select or change the type 
faces and size on a whim and instantly see 
how those changes will affect each page's 
appearance. When you are finished, the 
pages displayed on your monitor should 
look as if they have been designed and 
prepared by a professional art/layout staff. 



And when those pages are dumped to a la- 
ser printer, it should be difficult to distin- 
guish them from documents set on expen- 
sive typesetting machinery. And best of 
all, as the pages flow out of your system, 
the big bucks you charge your clients (or 
save yourself) should begin flowing in. 

But the appeal of desktop publishing 
goes beyond the ability to puiilish docu- 
ments, books, pamphlets, newspapers or 
magazines. Its major appeal is the total 
control it gives you over how your docu- 
ments are developed, displayed and print- 
ed. A good publishing setup lets you by- 
pass many (if not all) of the nuddle men 
normally associated with turning seed 
ideas into publications. Anyone who has 
ever fumbled trying to paste a hairline 
border straight between stories or tried to 
mentally visualize the effect of changing a 
42-point headline to 30-point type will fall 
in love with how easily those problems are 
solved with an Amiga desktop publishing 
program. 

Anyone who hates clutter will appreci- 
ate the cleanliness (no waxed strips of text 
to cut and paste) and order (no more piles 
of paper to search through looking for that 
lost graphic or type) which desktop pub- 
lishing naturally generates. Once you've 



made the move from paper to electronic 
publishing, you should never return home 
with scrap paper sticking to the bottom of 
your shoes, X-ado* cuts on your fingers or 

You can (do it all quickly in 
your home/office, and you 
can (do it single han(jedly if 
you wish. 

correction fluid on your tie. And beyond 
those artistic and aesthetic consider- 
ations, desktop publishing lets you pub- 
lish at a comparatively bargain price 
(we'll talk about cost later). 

Which Publishing 
Software To Choose? 

Your first concern should be choosing 
the right desktop publisher for your situa- 
tion. Before you buy, assess your needs, 
skills (or lack of them), existing hardware 
and how much you can afford to invest. 
You should even consider whether you 
really need all the power and options of 
true desktop publishing. Don't invest a lot 
of time and money in a DTP system if all 
you really need is a good word processor 
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You are a good candidate for desktop 
publishing if you: run a business whidi 
hires outside help to set or print in-house 
publications; operate a public relations 
bureau; are responsible for printing news- 
letters, posters, manuals or leaflets for a 
school, church or company; are an artist or 
graphic designer; are inspired to publish 
your own book; are already involved in a 
publishing business; or would like to be- 
gin your own publishing company 

The desktop publishing program you 
buy must let you lay out, format and edit 
entire manuscripts which include both 
graphics and text (using fonts with mixed 
styles and sizes). There are programs for 
the Amiga which will let you do all that 
and more. Beyond being perfectly suit«l 
for desktop publishing, the Amiga has one 
major advantage over other systems. 
Since it is multitasking, Amiga can run 
as many different pro0:'ams (providing 
they are properly coded) as your system's 
memory can hold. You don't have to aban- 
don one program and load another to 
make a minor change and then reload the 
original again. This ability will be appre- 
ciated the first time you import a graphic 
which faces right when you need it to face 
left. With the proper software, you can re- 



turn to the Workbench (or open a new CLI 
window), open your graphic program, im- 
port the ill-facing graphdc, create a mirror 
image, save it to disk and return to the 
DTP program quicker than you can say, 
"Mabel, get your pen and ink, you drew 
the dam thing facing the wrong way!" 

If you've waited until now to invest in 
an Amiga desktop publishing program, 
you will be happy with the present offer- 
ings. Most have gone through more than 
one revision which eliminated any exist- 
ing bugs and produced enhanced, mature 
publishers ready for serious use. If you're 
already using one of these programs, 
make sure you have the latest update. 

PublisherlHus 

Publisher Plus is the mature version ol 
a very early Amiga publishing program. 
Its forerunner, call&i Publisher 1000 
(which many users felt was an adequate 
desktop publishing program), was retired 
sometime in 1988 and replaced with this 
more impressive, yet less expensive pro- 
gram (Publisher 1000 retailed for $200). 

At $99.95 Publisher Plus is unquestion- 
ably the least expensive desktop publish- 
ing program for the Amiga (and perhaps 
any 16/32-bit machine). I was so surprised 



at the bargain basement price I checked 
with the people at BrowTi-Wagh Publish- 
ing twice to be sure I had heard correctly. 
What does $100 buy? Like the other pro- 
grams, Publisher Plus has a WYSFWYG 
(What-You-See-Is-What-You-Get) display, 
uses defined boxes to hold text and graph- 
ics and will print to any Preferences or 
PostScript-compatible printer 

As an entry-level publisher. Publisher 
Plus is an excellent buy It can produce 
quality documents but has fewer options 
than the other programs and no "beils and 
whistles." My biggest complaints center 
around the way the program handles oth- 
er devices. When a disk is accessed you 
must wait until it loads and displays the 
entire directory of the default drive before 
you can select a file or switeh to another 
device. When dumping a document to a 
printer, the program is equally unforgiv- 
ing. For instance, ff you dump a document 
to a printer and decide to stop the printout 
before the printer is finished, you can't 
abort the operation gracefully with Pub- 
lisher Plus' print routine. In testing the 
program 1 had to resort to turning off the 
printer and waiting for the system re- 
quester to tell me I had a printer or cable 
problem to escape. Continued on page US 
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The same page on the same printer— a 24.pin Star MB2^-10. Three of the 
packages support Postscript printing, and we tried those on a NEC 
Silentwriter LCS9D laser printer. 
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ave you been to a video arcade re- 
cently? If you have, then you may 
recognize the following games: 
Crossbow, Combat, Chiller, Hogan's 
Alley, VS. Duck Hunt and Oper- 
ation Wolf. What is so special about 
this group of games? Give up? They 
ail use light guns of some sort. 
Light gun games are so successful 
when tliey are released in the arcades that game 
designers spend many months developing new sys- 
tems for each one, advancing the technology and 
giving the arcade gamer more for his two bits. 

If you've been wondering why such technology 
hasn't been brought to the home computer market, 
then check your local software store. Actionware is a 
relatively new company that has two titles currentiy 
available for Amiga users that use a light gun — the 
Actionware Light Gun to be specific. [Editor's Note: 
Actionware is working on Commodore 64 transla- 
tions as well.] Capone and P.O.W. are now on the 
shelves, and Creature should be released for 
the Amiga in February or 
March. In Capone you fight 
gangsters; in P.O.W. you 
knock off enemy soldiers, 
And in Creature you deci- 
mate alien creatures. 



Actionware's Beginnings 

Actionware got its start in the creative and fiin- 
loving mind of Richard Parry, president and hard- 
ware engineer. Pany has a diverse background 
that prepared him technically for the project of 
producing a light gun-based game for the Amiga 
computer. He earned a degree in electrical engi- 
neering and apphed his skills to the field of speech 
and music synthesis. Founding Speech Systems, 
Parry developed speech and music synthesiz- 
ers, as well as speech recognition systems for the 
Radio Shack Color Computer (CoCo). Afl«r seeing 
the Amiga, Pany ported over some of his work to 
the more advanced system in the form oi Symphony 
Songs, a music program. 

Working with the Amiga led Rich Parry to be- 
heve the Amiga would be the ultimate game ma- 
chine. Rich was very interested in action games that 
require a lot of dexterity and concentration, so he 
decided to start a new company and market action 
games for the Amiga. But he needed something to- 
tally new to gamer any attention fiom the soft- 




ware-buying public and critical reviewers 
(like me). It was at this time that Parry 
went to an arcade for his son's birthday 
party and noticed a light gun game. He 
more than noticed it— he remembered the 
crowd of people smrounding it and the ex- 
citement with which the quarter-droppers 
gave up their candy money to fire a plastic 
gun at imaginary enemies. 

This was the true beginning of Action- 
ware, hi Parry's own words, "Since there 
was so much action in the games I saw, I 
started a new company to specifically 
market action-oriented games using — at 
least for the present time and near fii- 
ture — a light gun." In order to bring his 
dream to reality, Parry needed to immedi- 
ately staff his company, particularly in the 
areas of programming and graphic design. 
It was by chance that he met Pierre Ma- 
loka, Actionware's programmer who has 
been responsible for coding all of the com- 
pany's products so far. 

"I met Pierre at a local Amiga meeting. 
He sounded like he knew what he was 
talking about— and it turns out that he 
does," Parry explained indicating the co- 
incidence of the two men being at the 
same meeting. Getting artists Brian Wil- 
liams and Dana Dominiak of Digital Con- 
cepts, Inc. took a little more effort, but the 
results were just as beneficial to Action- 
ware, "I read an article in a computer 
magazine about Brian Williams and the 
artwork that he's done, I looked at the top 
of the article and found out that Brian 
lived only ten mil^ away from me in Na- 
perville, Illinois," said an elated Pany, He 
called Brian to ronvince him and his part- 
ner Dana to contribute artwork to the pro- 
ject and was thus able to provide art for 
Pierre who had already written the code to 
read the light gun and needed pictures to 
begin the project. 

The artwork that WiUiams and Domin- 
iak created was superb (witness Capone or 
P.O.W. on a 16-bit machine). At press time 
the Conunodore 64 versions of the games 
were not ready— P.O. W, was just being 
completed, vrith conversion of the two pro- 
grams to other machines imminent. After 
assembling the three creative talents for 
Action ware, Richard and company came 
up with the ideas for the first titles. 

"The reason that we designed Capone 
was that we figured that we couldn't get 
away with killing good guys— we had to 
have the player kill bad guys in the game. 
It seems that most people think gangsters 
are bad guys," Parry revealed. His logic 
certainly worked, for Capone is the perfect 
introductory light gun game because the 



gun is the tool of the gangsters' trade. 

With the same mentality Actionware 
thought up P.O.W. and Creature. Parry 
credits John Rambo, the protagonist in 
First Blood, et al., for planting the idea for 
P.O.W.: "The inspiration for the game was 
mostly the Rambo character. I saw the 
macho qualities of Rambo as veiy popular 
with gamers and decided to base a game 
upon a renegade soldier with a dangerous 
search and rescue mission." The result 
wasP.O.W, a game even more intense 
and demanding than the company's first 
release. 

The next stage was the important one 
for the Actionware games— design. But, 
before we get into Actionware's hectic de- 
sign proems, let's talk about that ubiqui- 
tous enemy to video gangsters in any Ac- 
tionware-conquered Amiga, the Action- 
ware' Light Gun, 

What Will Mom Think When 
She Sees Vou Pointing This 
at the Screen? 

The Actionware Light Gun is not the 
first light gun to be used in the home by 
video sharpshooters. The Sega system in- 
troduced a light gun for its games a while 
back. A hght gun on the Amiga, however, 
beats the pants off the Sega model. It is 
more effective on the Amiga beaiuse of 
the vast soft;ware capability differences be- 
tween the two systems, 

lb produce a gun to use with his games, 
Parry played the role of hardware engi- 
neer and modified the Sega fight gun to 
work with his sofl^vare. He told me, "The 
original Sega gun will not work. More re- 
cently, the guns are being provided in a 
modified form by Atari. I'm trying to find 
other guns that are less expensive, so I 
can pass along the savings to the user" 
The Actionware Light Gun retails for 
$49,95, the Dual Gun Interface costs 
$39,95, and the price for Capone or P.O.W. 
is $39.95. 

The Light Gun is what makes Action- 
ware and the two titles I saw so special. 
Without it, the gam^ just wouldn't be the 
same. In the early rounds oWapone and 
P.O.W. the gun may not seem necessary, 
since targets move slowly and so does your 
health gauge <due to the lack of succ^sfiil 
enemy shots). Tlie later stages, however, 
cry out for a trigger-happy juvenile-at- 
heart. The Light Gun works by flashing 
the screen when the trigger is pressed. A 
light-sensitive diode at the end of the gun 
barrel registers the flash and computes 
how high or low the gun is being held. It 
sends this data back to the Amiga to 



cause an appropriate response on the 
screen, 

1 found thaWjust like using a light 
pen— you need to hold the gun only a few 
inches away fram the screen to be able to 
move back and forth quickly enough fram 
target to target when the action gets su- 
per-fast. Aside ftt)m these stages, 1 kept 
the gun over a foot or two away fium the 
screen to eliminate all the enemies that 
dared set foot within my Amiga. I tested 
Actionware's claim and stood back 15 feet 
ftom my Amiga and still cleared the first 
few rounds of Capone and P.O.W. After 
thorough testing, I came to the conclusion 
that the Actionware Light Gun is a great 
new way to play good guy on your Amiga, 

What could be better than a light gun 
to get rid of those gangsters and soldiers? 
Give up? TVo light guns, of course. If one 
isn't enough for your discerning taste or 
there is a long line of fiiends waiting to 
play with your new toy, grab a Dual Gun 
Interface and an extra Light Gun. The hi- 
terface is just a Y-adaptor that splice the 
signals and wires from two male game 
porta into a single female port that fits 
into your Amiga's game port. 

Playing Capone or P.O.W, with two guns 
is a unique experience. You can eliminate 
the enemy quicker and see more of the 
game, as well as participate in a fim-filled 
action game with two players bying to 
clear a level and get a higher score 
than the opponent/partner Pany com- 
mented, "A game Uiat is played with two 
guns is hysterical to watch, as well as to 
play I personally get more of a thrill play- 
ing a human than a computer." Unfortu- 
nately, the Amiga 1000 is unable to accept 
input from a Dual Gun Interface. 

Actionware's Uesij^n Pr'ocess 

A whole lot of time, testing, retesting 
and evaluations went into the design of 
these games. The design process involved 
a lot of late-night phone calls and scrap- 
ping of game versions that didn't quite cut 
it. Pany remarked, 'It was more like trial 
and error with the emphasis on whether 
the result was clever, neat and fim," Such 
dedication to a game is rarely seen in the 
software industry. Most companies try to 
get as many games to the consumer as 
possible without ever really trying them 
out on a critical crowd. Not Actionware, 

The Actionware games were aimed at a 
specific audience. Pany said, "The person 
we had in mind was the 15-year-old kid 
who lives at the arcade, and we wanted 
the games to be exciting to that person. 
We've made it so that your refiexes have 
to be pretty good to finish the game, Per- 
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sona]ly, I've never made it past the ware- 
house in Capone and I'm 41." Actionware 
has definitely lived up to their intentions, 
but you don't have to be a teenager to play 
the games adequately, 1 am a 22-year-old 
video game nut , and I had no problem with 
Capone or RO.W. 

Also contributing to the smooth, yet de- 
tailed and hectic design of Capone and 
RO.W. was "the fact that we're all within 
ten or 15 miles of each other," Pany re- 
vealed. "This has been a great asset for us. 
We had meetings weekly or twice weekly 
to talk about ideas, and being so close real- 
ly helped the project move along quickly." 
Actionware's four talents blended together 
well in the final product. While helping to 
design the games, Brian and Dana also 
provided artwork to Pierre, who pro- 
grammed it into the game. Pany joined 
5ie three in coordinating the project and 
making many specifications. 

Capone, which took three months to 
complete, became available in May 1988. 
Pany explained, 'Pierre was polishing his 
Amiga skills. He is primarily an IBM ex- 
pert and needed to polish his skills and be- 
come acquaint«l with the Amiga. So that 
took a little bit longer than if he had to do 
it now. RO.W., on the other hand, should 
have taken only a month. It turned out to 
take nearly three months because so 
many changes were made." But, suffice it 
to say that the final version ofR.O.W. was 
worth waiting three months for, 

Pany acknowledged the problems that 
made the design of the first two Action- 
ware titles so time-consuming: '*It was 
really trial and error — a lot of changes 
were made, and it really could have been 
done more quickly had we really thought 
it out. It was so new with the gun and ev- 



erythii^. With Creature, before we ever 
put a pixel on the screen, we put the entire 
scenario of the game on paper before in- 
vesting hundreds of hours of program- 
ming to realize that the game isn't fun 
enough yet" 

Capone 

Capone takes you back to the "SO's, 
when gangsters ruled Chicago. You play 
the part of a gumshoe alone on a deserted 
street. You hear the shattering of glass 
and notice a mobster firing at you ftum 
across the street. You duck behind a 
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ActioQware 
Light Phaser Guns 



parked car and continue to fire at ever-in- 
creasing numbere of gangsters who ap- 
pear out of windows as you make your 
way slowly up the street 

In Capone you must shoot the enemy 
mobsters before they get to you. Most of 
the screen is dedicated to showing a high- 
ly realistic city street Gangsters pop up 
mostly in windows, but are seen in other 
places as well. The screen scrolls slowly as 
you move from section to section of the 
street. There are a few major sections, 
with a slight breather in between. These 
sections are: post office, grocery, bank, bar- 
ber shop and warehouse. You must go in- 
side the warehouse and bank after reach- 
ing them as well. Concentrate on getting 
rid of the criminals as soon as they appear 
on the screen. Any time wasted in shoot- 
ing tliem is time in which they can shoot 
you. 

When you are shot, a health bar at the 
bottom of the screen decreases with every 
well-placed hit In addition to the health 
bar, your score, number of bullets remain- 
ing for dispatch, and number of game 
lives left are shown. Every time Sie health 
bar reaches zero, you lose a game life. 
Starting out with three lives, depicted by 
three guns, you work your way up to a 
maximum of six after gaining a certain 
number of points. As you shoot, a bullet 
is erased from the picture of six bullets 
in the status box. If you shoot too quickly, 
the six bullets are erased, and you 
have to wait for at least one to come back 
before shooting again. Fortunately, the 
bullets reappear as quickly as you can 
press the trigger. I found tiiis to be an un- 
necessary element of the game that 
should be removed in fiiture versions. 

In addition to the gan^ters who pop up 
in windows, some venture along the 
street, turn toward you and shoot. You 
have to shoot them even more quickly 
than the ones in the windows. Tb make 
matters worse, innocent bystanders, kids 
on skateboards, dogs and cats appear on 
the street. Your aim has to be perfect or 
you lose points for hitting people and pets. 
Also, there are four innocent people who 
pop up in the windows of the buildings 
whom you can't shoot. The people in the 
windows are none other than Pierre 
(glasses). Rich (light hair), Brian (dark 
hair) and Dana. How's that for modesty? 

Certain special elements o{ Capone 
make it more interesting to play. Every 
now and then, a tommy gun appears on 
the screen. If you shoot the gun, your gun 
turns into an automatic machine gun, and 
you can hold down the trigger to get rapid 
Continued on page 114 
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Commodore Magazine is sponsoring our fourth annua! Graphics Contest. Two categories 
are available for aspiring Commodore artists: Commodore 64 and Amiga. Winners will 
receive a cash prize, and the winning graphics screens will be published in the June 1989 
issue of Commodore Magazine. 
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COMMODORE 64 CATEGORY PRIZES 

Grand Award: $500 and publication in Commodore Magazine 
Flv& Runners Upr Si 00 and publicalion in Commodora Magazine 
Monorabfe Mentlan: Publication in Commodore Magazine 



AMIGA CATEGORY FRIZES 

Grand Award: $500 and publication in Commodore Magazine 
Five Runners Up: $100 and publication In Commodore Magazine 
Honorable Mention: Publicalbn in Commodom Magazin9 



Or^APHICS CONTEST RULES 

1. Thia contogl ts siricily for amateur a/tisls. Anyone who darives more than 

10% ol his^tior annual Incomo trom tha sale of original artwork Js irieligltrie. 

2. Employees of Commodoro Magazine, Inc, Commodore Business 
Machines, inc.. Commodore Electronics Ltd.^ Commodore [nternation^ Ltd., 
their adverii€ing ^rvi promotional agendes end Iheir immediate families are not 
eliglblo to oncer this contest. 

3. Eacti eniry musE be wbally the product of the developer In ^hose name the 
entry hna boon aubmiltod. Copyrighted: rmagos are not el^ibte. This incites 
record album covers, movie figures, famous p,iinting^ annj cartoon characters, 
Outsicto assistance is expressly prohibited and wiN provide cause lor 
dlsqualtlicetion. 

4. AmiLKlmumot htroBcreensperpersonlsalkiwed.YoumeysubmireFthortwo 
screens lor one computer o<r one screen fof each compuier. If a contestant 
fiubmjl5 more than two screens lor conSKJefatlon, ah of that pefsoo's enlftes will 
belnvaWaied. 

5. All entries must be submitted on dlsK;, 1541 fomnat lor the ComirxxJore 64 
dnd 3,&-Jnchi fomnat tor the Amkga, with the fo^towing marked deady on the 
dteh's label: 

a. Contestant's name^ address and plwne number 
b Rcturemie(s) 



0. Graphics package or programming aids used to create the graphics 

d The vrords GRAPHICS CONTEST' 
A photo ol the screen display or a printed copy of the screen cfoes noi oonstiiuie 
an acceptabte entry. 

&. Ail entries must be postmarked no later Ihvan January 31, 1989- Mail loi 
Commodore Magaiin&. 1200 Wilson Drive. West Chester, PA 193ft0. ATTIM: 
GRAPHICS COfSTTEST. 

GENERAL CONDmONS 

• Graphic screens are Judged on orlglna^ty* creatlvtty and best use o^ the 
computer's unique ^r^phics lectures. 

• Entries will be judged by the staff ol Commodom Magailno. 

• Make sure your mailer will protect your disk from damage. Affix sutttcient first- 
dass postage. hAaJI your disik and ihe offK:ial eniry btank to the address stK>wn 
above. Cotnmtxtofe Magsiine accepts no respcnsibility lor lost or damaged 
Bfttries. 

• Entries will become the property of Commocto/e Mac^azfne, whjdi resefv^ 
the right to adapt, use or pubFtsh all entries received, fto entneg will be returned* 
so be sure to make a copy of yotir eniry before you submit it to the contest. 

• Non-winning entries will nol be acknowtedged. Winners will be notified by 
March ;5, \&Q9. Taxes on cosh prices are Iho winners' responsibilities, 
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ALL ENTRIES MUST BE POSTMARKED BY JANUARY 31, 1989. MAXIMUM 2 SCREENS PER CONTESTANT. 



ADVENTURE ROAD 

Dungeons & 
Dragons 

The Computer Game 

News and opinion from a leading 
explorer of those fantasy realms 
called adventure games. 



I first encountered Dungeons and Drag- 
ons while researching an article on 
board games ten years ago— and found it 
most intriguing because it was the only 
board game in the bunch that didn't use a 
board. But I gave it away after doing the 
story, because D&D is just too involved. 
You have to round up a group of people 
who know how to play, supervise the game 
(unless you can convince someone else to 
do it), then roll the dice, draw maps, look 
for the missing die that rolled under the 
table ... see what I mean? 

When I started fooling around with BA- 
SIC a few years later, I had the brilliant 
idea that a computer program would be 
the perfect medium for games like D&D, 
and for dozens of "paper and pencil" role- 
playing games had cropped up by this 
time. Unfortunately, as so often happens 
with my brilliant ideas, someone else had 
the same idea. Several someone elses, this 
time: Temple ofApshai, Ultima and Wiz- 
ardry soon ushered in a new genre of com- 
puter entertainment. 

Though it inspired these and every oth- 
er computer RPG ever written, D&D was 
never turned into a computer game until 
TSR licensed an official version of Acf- 
I'anced Dungeons and Dragons last year. 1 
was surprised when I heard it went to 
Strat^c Simulations, since many of their 
in-house programs have lacked the pol- 
ished feel of games from other compan- 
ies — and also suffered from overly com- 
plex interfaces and even more compli- 
cated manuals. 

But I was even more surprised when I 
played Pool of Radiance (the first install- 
ment), for it looks sharp, plays smoothly 
and has an adventurer-friendly interface. 
The combat system is similar in concept 
to the one introduced in SSI's Wizard's 
Crown, which was progranuned by one of 
this game's key designee, Keith Brors. 
Writers at TSR came up with the story 
and setting, the "SSI Special Projects 
Tfeam" did the programming and actual 
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game design (whicli explains why we 
haven't seen any new in-house titles from 
SSI in the past yeai'l, and people finom 
both companies collaborated on puzzles. 
The program covers both sides of four 
disks and is not copy protected. 

It is set in the Foi^otten Realms, home 
of a 1000-year-old city called Phlan. De- 
riving his powers from the fabled Pool of 
Radiance, the evil lyranthraxus has 
launched an invasion of monsters that 
can only be stopped by you (who else?) and 
a band of six Fighters, Thieves, Magic-Us- 
ers and Clerics, supported at times by 
NFC's (non-player characters) who can be 
hired in the TVaining Hall or picked up 
during your travels. Only a small part of 
the town survives and is inhabited, but 
you can explore its shops. Inns, Tfemples 
and City Hall without fear of being at- 
tacked by monsters. 

In City Hall you can pick up a Com- 
mission, this game's equivalent of a quest, 
in hopes of a rich reward. After ridding 
the nearby .slums of monsters, you'll be 
able to reach other parts of town and even- 
tually explore the Wilderness areas. 
Along the way you'll find a total of 18 
mazes to master, each laid out on a 16 x 16 
square grid and vrith a specific goal to ac- 
complish. 

First-person graphics, the kind seen in 
Bard's Tale, are employed in town and 
dungeon scenes. Spot animation brings 
characters and monsters to life, and the il- 
lustrations sport a distinctive style and 
personality (some graphics were done by 
Westwood Associates, as well as elements 



of the programming). An automapping 
feature replaces the picture with an aerial 
view of the area immediately surrounding 
the party, and maps in one of the manuals 
provide a general layout of many mazes 
and the outdoors area. 

The first-person scenes are nothing new, 
but the combat system is unique. Remi- 
niscent of the Wizard's Crown system, it is 
radically different. In an overhead view 
shown finom an oblique angle, each charac- 
ter and monster is represented with its 
own icon, lb maneuver your crew into ef- 
fective positions and have them use their 
weapons advantageously, you can exert 
individual control over each member, al- 
most like playing a mini war game. Or 
you can have the computer direct the ac- 
tions of one or all, switching back to man- 
ual control at any time during the battle. 

With cureor keys or joystick, you move 
through a horizontal menu bar that lists 
combat options, but there aren't so many 
of them that it takes you a month to learn 
them all. Spell casting is performed by 
simply choosing a spell from a menu in 
your Magic Book {the magic system en- 
compasses two magic classes, magic 
scrolls and over 50 spells). Battles are 
well-animated, with arrows shooting 
through the air and puffs of smoke encir- 
cling the heads of those affected by spells. 

If you enjoy tactical combat, this is the 
quest for you. Battles can last 30 minutes 
or more, sinre you may face several dozen 
monsters at a time and must wait for the 
computer to individually assign orders to 

Continued nn jiage l()f> 
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INSIDE Q-LINK 

Handling 
Archives 

Explore the inner workings of the 
Q-Link telecommunications 
service with network pro Bob 
Baker, 

I have received several questions on the 
ARC utility that seem to indicate how 
confijsed some people are about this very 
handy program. So this month m go over 
some helpful hints on making the most of 
ARC in relation to your telecomputing 
eflbrts. 

First of all, when you attempt to down- 
load files fit)m the public domain library 
areas of Q-Link or other online services, 
you'll soon notice a number of common file 
suffixes that are used. Of particidar inter- 
est are the ".ARC" suffixes that indicate 
file archives created with the ARC utility. 
If you download one of these files you can- 
not use the file us received until you "un- 
arc" the files. This involves using the 
ARC utility to extract the original fil^ 
finom the archive file you obtained. 

When you go to extract or unarc the 
files irom the ai^chive file, first be sure you 
have enough itwrn for all the files that 
will be created. Don't forget that the files 
are compressed when put into the archive 
file, so the final files can take up much 
more disk space than the original archive. 
You can easily check the number and size 
of the original files with the arc utility 
without changing anything on the disk. 
Just use the arc LIST option: 

arc/1 file-name .arc 

This will give you an idea of what is in- 
cluded in the archive file smd whether or 
not it will fit on one or more disks. If there 
is enough room to unarc all the files to the 
same disk, it can be done with one simple 
command: 

arc/x file- name .arc 

Otherwise, you may have to extract 
only a few filra at a time and move them 
to another disk, lb extract individual files 
you use the same extract option, but sim- 
ply list the desired files following the ar- 
cMve filename: 

arc/x file-name.arc file. I file.2 file.3 
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If you have two disk drives, the process 
can be much simpler and faster. Simply 
put the archive file in one disk drive and a 
blank formatted disk in the other drive. 
Make the blank disk your current disk, by 
entering the drive letter followed by a co- 
lon and RETURN. Then, enter the "arc" 
command with the drive letter indicated 
as part of the arc-file's filename. 

As an example, lets assume you have 
two drives that are set up as device 8 and 
9 on your 64. With arc, your main device 8 
drive wiU be the A: drive, while the device 
9 drive will be the C: drive. Put the arc file 
into drive 8 and the blank disk in drive 9, 
then enter the following commands; 



arc/x a:filename.arc 



to extract all the files fi^m the archive file 
on drive 8 and place them on drive 9. 

As mentioned, having two drives when 
extracting ARC files also helps speed 
things up. With a single drive, the drive 
read/write head must be constantly mov- 
ing between the input file being read (the 
archive file), and the new files being writ- 
ten (the files being extracted). With two 
drives there is much less head motion, so 
everything is much quicker. 

As a general rule, I always list the con- 
tents of an archive file before I attempt to 
extract the files. Not only does it tell me 
how big the files are and how many there 
are, but it also gives me some hope that 
the file is a valid archive. Actually, there 



is a test option under arc that allows you 
to test the archive file integrity. However, 
this is generally of more help when creat- 
ing archive files when you want to check 
that the file was created OK without ex- 
tracting the individual files. 

If you're downloading files from other 
networks or local bulletin boards, keep ui 
mind that archive files created on differ- 
ent systems may not be compatible. Ar- 
chives created on an IBM system usually 
cannot be extracted on a Commodore 64 
or 128 system or vice versa. One handy 
exception, however, is the ARC utility on 
the Amiga which has an option to process 
IBM archives. The "I" option on the 
Amiga ARC allows you to read or write 
IBM-format archive files. 

If'you are using the Amiga or IBM ARC 
utiUties, bear in mind that the command 
format for these versions of ARC are 
slightly different. On the 64/128 version, 
the option is entered after the "arc" com- 
mand with a slash between them, like: 
arc/x filename.arc to extract files. (!)n the 
IBM version, the options are entered after 
the "arc" command with a separating 
space: arc x filename.arc 

The Amiga version uses a syntax that 
is identical to that used on UNIX systems, 
with the options having a dash prefix: 
arc -X filename.arc and multiple options 
may be combined. So, be sure to remem- 
ber to use the proper syntax for the correct 
system. If in doubt, entering the "arc" 
command with no options or parameters 
will usually give you a list of the proper 
Continued on page 121 
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5 sure steps to a fast start 
as a high-paid 

computer service technician 



Choose training 
that's right for today's 
good jobs 
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Johs f(ir coiiipulLT siTVkt' lL'clitiii.iiiiis 
will almost double In I he nn.xt 10 years, 
nccoriliiiH to the Inti'sl ncp.irtment of 
Uibor projections. I'or you, that means 
uoliinilcd opjiortiinities for advance- 
ment, n new career, or even a com- 
puter servite liusiiiess «( your own. 1989 

Bill to siiixeed in eonijiiiter service tcxiay, you need training — 
complete, practical trniniiiH that wives yon the confidence to service .iny 
brand of computer. You need K\il trainiiii;. 

Only NRI— the leader in career-tjuilding. at-home eloctronies traiuini^ 
for 75 years— gives you practical knowledge, hands^jn skill, and real- 
world experience with a ixiwerful XT-compatible computer you keep. 
Only NRI starts you with the Ija.'aes, then builds your knowledge step by 
step until you have everythinj; you need for a fa.st .start as a high-paid 

computer service technician. 
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IB Go beyond 
"l3ook learning" 
to get true hands- 
on experience 



Nf^l knows you learn better by 
doing, So Nki training works 
overtime to Hive you lliat 
invaluable practical experience. 
You first read about the subject. 

studying diagrams, schematics, and photos that make the subject even 

clearer, lijen you do. You build, examine, remove, test, re[)air, replace. 

You discover tor yourself Ihe feel of the real thing, the confidence gained 

only with exix'rience. 
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>■ Get inside 
a powerful com- 
puter system 

If you really want to get ahead 
in computer service, you have 
to yet inside a state-of-ltusirt 
computer system. Hiat's 
why NRI includes the 
powerful new Packard 
Bell VX88c(miputeras 
the centerpie<-e of your 
hands-on training. 

As you build this 
(ully IBM I'C: Xf- 
cotnpatible micro 
from the keyboard up, 
|)erforining key tests 




computer while giving you lightning-quick data access 

l!y getting inside this powerful computer, you 
get Ihe confidence-building, real-world experience 
you need to work wilh, boubleshmit, and service 
today's must widely used computer systems. 






and tleinonst rations at each stage of assembly, you actually see for 
yourself how every section of your computer works. 

You assemble and test your computer's 'Intelligent" keyboard, 
install the power supply and 5'A " floppy disk drive, then interface tbi? 
high -resolution monitor. But Ihat's not all. 

You go on to install a [xiwerfiil 2U nK'gat)yte bard disk 
drive— today's most-wanted computer [M.'ripheral— included iii your 
training tt) dramatically increase the data storage capacity of your 
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'■ Make sure you've always got 
someone to turn to for help 
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lliroughout your NRI 
training, you've got the 
full support of your 
jxjrsonal NRI instructor 
and the entire NRI 
technical staff. .-Vlways 
ready to answer your 
questions and hojp you if 
you should hit a snag, 
your instructors vviU 
make you feel as if 
you're in a classroom of 



one, giving y<iu as nuich time and (x;rsonal attention as you need. 



5. 



step into a bright new future in 
computer service— start by sending for 
your FREE catalog today! 

Discover for yourself bow easy NRI make.sit to .sue 
ceeil in computer service, .Send totlay for NRl's big, 
10(l-()age. fuikolor catakig de.scribing every 
as))ect of NKI's one-of-a-kind computer training, 
as well as training in roljotics. T\'/video/audio 
.servicing, electronic music technology, security 
electronic, and other growing hlgh-Wb 
career fields. 

If the cou|)«n is iui.s.sing. write to: NRI 
,Sc1km>I of fUectronics. McCiraw-Hill Continuing 
Ixtucation Center, 'Mi'.i Wis«^-onsin Avenue, Washington, IX' JiKllli. 




School of 
Eleelronles 

Mctiraw-Hill Conliiiiiing Pxliicatioii Center 
Uy^y Wisttinsin Avenue Wa.sliiiigtoti, IX: JUU16 



Kor carter tourst's 

approved utiA'r (1! Hill 

\1 ctiefti hr Jt'lails. 



I*f CHRCK ONI- CArAI,(K; ONLY 
n Ciinipiiters and Miciopidi-essois 

I I Ijollotil'S 

L I 'I'V/Video/Audio Servicing 
1 I Cloiniuunicalions Kleclronics 



n .Security Klec Ironies 
i : Klectroiiic Music 'I'ecbiioktgy 
U Uigital Kleclronics S<'rviciuH 
U Data Cunuuunicalioiis 
C Basic Elecirojiics 
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'UMPING GEOS' 



by Mark Jordan 



/} 



//. 








Vol 1 Num 



Pont FUn i"ith geoPufcliSj 



ty I lork Jonfan 



As you can see, this montlVs 
Pumping GEOS is straight from the 
<iot matrix printer I am" doing so for 
several reasons For one, the theme 
of this month's column is fonts, 
particularly the misuse of such. And 
there is no way to demonstrate v/hat 
I'm talking about without actually 
showing you the printed page 

F or another 
thing, I have been 
including GEOS 
printouts each 
rnc-ntli to sli^'W 
users some of the 



takes cannot be laid at the feet of 
anyone except me. And I'm not used 
to operating Vv^ithout a scapegoat 
handy Just ask my wife and kids. 
And dog. 

* » * 

I have stated on more than one 
occasion that fonts are the glory of 
GEOS. They can 



I'JhtV Jo you qft' 
when ijou crof." (i 
6562 ujith nn SSiJc? 



(^ 



<0<. 



ill) 



)M 






things that can be 
dc^ne using noth- 
ing more than a 
Commodore 64. 

a d 1 m a t r t m 

printer, GEOS, 

and a little imagination. In case 

you're wondering what printer I've 

been using, it's a Star SG-10, an 

ancient fellC'V; in today's cotrjputmg 

worl<l. 

By the way, you rnay notice that 
this month's printouts loc^l; sharper 
than those of the past I used a 
special printer driver developed by 
Douglas Elakely for Epson-compatible 
printers. It appeared in the July l'"^66 
issue of Computers Gazette. 

Finally. I just thought it v;ou.ld be 
fun to do a two-page spread Vv^th 
geoPublish The Pumping GEOS 
format lets me puts clumps of 
information, ideas, and fun here, 
there, everyv.;here When computing 
ceases to l">e fun is wlien 1 p>acl: it up 
and head for California 

The only thing that concerns me 
about this idea is that everything 
you see on this page comes to you 
unedited by the g'ood folks at West 
Chester Any typc^s or other rnis- 



I dofi'i tnouj ftithei trtjt I'd 
suie h(ir« to hiiye my 

obcut ii. 







Highly technical computer joke 



also be its down- 
fall. 

you see, there 
is a tendency 
Vv'hen people first 
get hold of a font- 
laden product like 
GEOS to go 
hog-wild. For 
example, In the 
middle of a 

perfectly reasonable paragraph, they 

might slip in 

IslflfiD 



font. 
Well, there's nothing wrong with a 

font change every once and av;hile 

for effect, but one must be sure of 

the effect. 

So how does one know v^hat font 

will yield v;hat effect? Easy: just go 

to the defh-iitive i;jork on the subject. 

Fonts Finesse, by me. Its over 

there on the next p^age 

Vive le Font (within limits). 
♦ * * 

Did you notice anything unusual 
about the line to the right of the 
picture that reads "GEOS to go"? 
Originally, big, gaping spaces were 
inserted between the words to 
justify the line To lessen the effect, I 
manually inserted spaces betv^^een 
/fitters. Try this when you find 
justification spaces too glaring With 
a little tinkering, it works. 
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Pumping GEOS/Fun with Fonte' 



fonts finesse 



Rule 1: Nerep uSe a goonil 
font Pke telegraph fup 
SepiriUS iwopk. SepioOSly. 

Rule 2: Use btg. f nl 
fonls M'lien you're 
feeling aggressive. 
For example, 'You're 
fired!' looks great 
in Boalt. 

Ra/e 3: ff a font .'eans forward 
(like Tofman) it's a i7ai>i>y font. 
Use it for cipbeat messac^es 
sach as f /v/s is ative and 
setfing hfe insurance! 

Rule 4: 1 qU, fkinriy jonli like 
Liinvooo skoulo b* used by polo 
ployerE on a olner -■.■?imps, keal xuen 
ft*ver vise a jon} tkat sound.- like Ik* 

)j Q SUDdlViJl 



CoFij, sticutij be FESErved for tii-teEti 

messages. Can'i use tt^em for sucli 
traditiDfial triin^s bs lueddirg 
arnouficeniEEits or DbituaciBs. 

Rule 7: fciiiiil ^^^ ®W9ra@© of fiOIDll styles, 
even '^ yo" *' "''^ believe all pfflF CSOPflD 
are '" 



nome o] 



non. 



Rule 5: rtlykonos sounds like o 
Japanese font. I kind of like 
its looks but I'm sticking 
with Qmerican fonts. That's 
Just the kind of guy i am. 



Rule 8: Avoi>^ usmg too many fonts on a 
page. Most &EOS a.i'plic&rionj 
mercifully Hmir you to 7 or & but som? 
f>eoi>le figure out ^/sys aroua-d such 
limitetionr (see sideber beloT) 

Rule 9 : Bigger is not alvvays 
better, vvlien you ideally 
v/ant to get someone's 
atteritioi'i, switch to Uni- 
versity 6-point. «*.«.^,M,.t,«t) 

Rule 10: Plan ahead. 
Using a big size for 
effect only to run 
out of room is dumt 



Get Gobs of Fonls on Every geoPublish Page 



¥haTs the secret to getting 10, 15, or 
more fonts on one geoPublish page? The 
ansT/er is easy; read ho?/ 1 di^ it 

¥hai I did in the section above -Ti-as 
simply to -s-rite the entire document on 
geoVrite using as many fonts as geoVrite 
allo-ws. Then I printed it to disk using the 
Page Paint driver Once done, I loaded the 
resulting gecPaint file into geoPaint and 
saved it m six segments to a Photo library. 

To do that I douMe-clicl:ed the Edit box 
and copied the entire "S'lndov vith the Edit 
menu. Then I called up the Photo Manager 
and pasted in it. I exited the Photo Manager, 
moved gingerly dovn the screen to the ne;!t 
"S'indov of data, and repeated the process 
until I had saved the entire file. 



Before booting up geoPublish, I made 
sure that both Photo Manager and the 
correct litsrary Ti'ere on my disk Then, I 
7/ent directly to Photo Manager and copied 
a vindoT Tith the edit menu I exited 
Photo Manager, entered C-raphics mode, 
and zoomed in on the section of screen I 
vanted ¥hy soom? To make it easier to 
line up the bitmap: 

Next, I clicked the bitmap icon on the 
toolbo;! and carefully placed my crosshair 
cursor ''here I v/anted the upper-left 
corner oi my bitmap to be. I vas U'i done I 
repeated the process five more times 

Veil, maybe it 'S'asn't so easy But 
thanks to an F:EU. it -s'asn't as bad as say, 
butchering buffalo or something like that. 




'Z 



y. 



COMMODORE MAGAZINE 83 



PROGRAMMING' 



by Robert Rossa 



Graphbusters! 

for the Commodore 64 



Graphbusters! is a game for two play- 
ers. It is played oti an undirected 
graph. The grid is a set of points, all of 
which are connected by at least one path. 
Some points are connected by many 
paths. The program draws a graph ran- 
domly on tlie screen of the Commodore 64 
and then places the two players randomly. 
The two playei-s are identified by the nu- 
merals 1 and 2. The players take turns 
moving from one |X)int to another which is 
not occupied by the opposing player. Each 
move erases the piith that was used. The 
game ends when a player can no longer 
move or gives up. Moves are made by en- 
tering a number from to 7. Zero is a 
move north; the numbers increase clock- 
wise for eight moves representing the 
main directions on a compass. Directions 
for the moves are displayed when the pro- 
gram nms. 

Here is a description of what the main 
variables do, in case you want to change 
something. P(0) and P{i) are the player 
tokens. The arrays "0" and 'T)" give the 
current locations of the players; "0" 
stands for "over" and "D" for "down." "V" 
is a two-element array that keeps track of 
the victories for each player. "CO" is the 
color of each player's token. The array "A" 
holds the poke values for the comiections 




in the eight possible duiections; the graph 
also needs a cross character "CR" and ver- 
tex characters "OH" and "SO" (which 
stands for "solid"). "S" is the screen Icai- 
tion. "B" and "C" luv constant arrays that 
tell how far vertically and horizontiilly to 
go to complete a move in a given direction. 
"N" is the number of moves the graph 
generator will make; and this constant 



can be changed to produce more or less 
complex playing boards. Finally, TN" is 
the current player number, always or 1. 
Experienced players may want to delete 
line 10, which invokes the subroutine that 
prints directions on the screens. Remem- 
ber that the playing boards are generated 
randomly, so some of them will be more 
interesting than others. [| 



litfure ivpinn this pnijjriini, rcjil "How to EniiT Pr<)[(riiins" and "Uiiw lu Usi- Hit M;in;uiiii' 
Hmry I'msram." Tin- HASIC pniuiiitin in litis iiiajja/itir .ire avjILhli- iin ili*k fniin l.iudMJr, 
\'.0. BiK .Wmm, SliicvcjHUI, \A -II^OOOI)^, hHI)ll-WI-iW4, 



Graph busteni! 



r un i — u 1 u 
iNEXT'FOWF 

50 DATA 16,195,18,209,21,31,22,96,25, 

3 0, 28, 4 9, 3 1,1 6 5, 3 3,1 35 'BBPL 
60 V=54 296:W=S4 276:AA=54 277:HF=54 273 

:LF=54 27 2:SS=54 278:PH=54 275 

:PL=54274 ' ILMV 
70 DATA 65,78,67,77,86,87,81,177, 

50 'BDTJ 
80 DIM A(7>:F0R 1=0 TO 3:READ A(I) 

:A(I+4)=A(I) :NEXT:READ CR,OH,SO, 

P(0) ,P{1} ' JSWS 

90 X=RND' "' ' 

100 DATA 



P(0) ,P(1} "JSWS 
90 X=RND(-TI) :S=1024 'ELYK 
100 DATA-2 ,0,-2,2,0,2,2,2,2,0,2,-2,0, 
■2,-2 'BMKC 

3 :C1=250'EWBE 



-2,-2,-2 'BMKC 
110 DIM B(7) ,C{7) 'BJUX 
120 CM=55296-1024 :C0=1 



130 FOR 1=0 TO 7:READ B(I),C(I) 

:NEXT'FOHD 
140 N=300:REM NUMBER OF MOVES USED IN 

CREATING GAME'CLOK 
150 PRINT" [CLEAR] ":FOR 1=55236 TO 

56235:POKE I , 14 : NEXT 'GSWH 
160 REM PICK A STARTING POSITION ' BVPH 
170 U1=INT{RND(X) *20) *2'FKQH 
180 V1=INT{RND(X)*10)*2'FKQI 
190 POKE S+U1+V1*40,SO'EKPJ 
200 POKE S+U1+V1*40+CM,C1 'FMCC 
210 FOR 1=1 TO N'DDIY 
220 M=INT (RND{X) *8) 'EHBC 
230 U2=U1+C{M) :IF U2<0 OR U2>38 THEN 

220'HTHI 
240 V2=V1+B(M) :IF V2<0 OR V2>20 THEN 

220'HTBJ 
250 L1=S+U1+V1*40'EJRF 
260 L2=S-t-U2+V2*40 'EJUG 

270 L3=S+U1+V1*40-HC (M) /2+B (M) *20 ' lUVM 
280 POKE LI, OH : POKE L1+CM,C1 ' DNEI 
290 POKE L2,S0 :POKE L2+CM,C1'DNMK 
300 G=A(M) 'BFPX 
310 H = PEEK(L3)'C FOA Coniimed on page m 
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OUTSIDE USK—CALL 

(718)692-0071 



FOR CUSTOMER SERVICE 

Call Mon-Fri: 9:30-4;30 

(718)692-1148 




r? 



Retail Outlet: Penn Station, Main Concourse 

(Beneath Madison Square Garden) NYC,N.Y.10001 

Store Hours: Mon-Fri 8:30-8/Sat-Sun 9:30-7 

FOR ORDERS & INFORMATION CALL TOLL FREE 



^W«>i£tX-W 



OR WRITE TO: 
Montgomery Grant Mail Order Dept. 
P.O. Box 58Brook[vn.Nyi12J0 



FAX NO. 7186923372 
TELEX 422132 MGRANT 



EXTENDEDHOLIDAYSEASON HOURS: MON-FRI, 8:30AIVI-8:30PM/SAT&SUN,9:30AM-7PM(EST) 
NO SURCHARGE FOR CREDIT CARD ORDERS/WE INVITE CORPORATE & EDUCATIONAL CUSTOMERS/CORPORATE LEASING AVAILABLE 



commadore 

with Ggos Program! 

'fl 39.95 



cammodore 




0<i>^ PACKAGE 

CommotJOfe C-C4C Compjlor 
Commodore 1511 It DisK Drive 
CommotJQfe Color Primer 
■Color Moniiof 
Geos Software Program 

M78 



commoaore 




WEW C-T2SD with Bullt-ln 
Disk Drive 



H15 





commodore 

. DISK DRIVES 

riMMi 51 49.95 

'^- $229.3^ 



1571 



1531 



5179. 
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commocJore 

PRINTERS 

DPS not DAISY 
WHEEL PRINTER 



$149 







MPs-1000 

PRINTER 

MPS.1250 
PRINTER 



$169 



CffnfP COMPLETE 
' m% PACKAGE 

■Commofloro C-S^/C Compuler 

■Commodore 1541 II Disk Drive 

Commodore Color Printer 

-la'fAjnitor 

Geos Software Program 



$349 




C=128=:[> 

COMPLETE PKG. 

■0128-D Computer w/ Built-ln 
Disk Drive 

Commodore Color Printer 
■12" Monitor 



$519 



commodore 

,_ DELUXE 
PACKAGE 



C=128rD 




•C-1 S8D Compuler w/Buill-m Disk Drive 
•iSOSColor RGB Monllor- Commodore 
Color Prlnler 



$629 



Zl.-^^ =,^^ 40MB HARD DRIVES FOR C-64 C,C-64,C-128,C-128D-$116g 



PERIPHERALS 



It7«4 

ExpatKionModula $114,951 

j Xelec Supor Grsptiix Jr. $29,951 

Xe loo Super G rap hlxSr ,„. $49,95l 

Xelec Super Graphics Gold,.,. 179.95 1 

htagloVoIca Module tZS.SSl 

C-i£SPowerSuppl/ „(59.95l 

C6'l/C64-C Power Supply S39.flSl 

CI 560 Modem $19,951 

C1670MoMnn $66,95| 



E 



COMMODORE MOUSE 



'26 
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WE CARRY ALL 
MAJOR BRAND SOFTWARE 



PRINTERS 

EPSON 

I FXB50 S339.95 

FX-tOSO S4a9.95 

LQ-500 S31S.95 A'-^Wn 

ILO-B50 S5D9,95 /f—~-^ '' , , 

I LQ-1O50 S709.B5 AfSifeifittj- 'i 

I Lx-eoo S199.95 ^*«*-:;:^-??/( ' 

I EX-BOO S4 19.95 

Panasonic 

|l080i-ll SI 59.95 

Il091i.ll $189,95 

|l092 5299.95 ' 

IkXP- 1524. .$499.95 ^^^^fct" /! I 
IkxP-v696..£409.96 V , Jftyj 

Ikxp-4450 "-■'■'• ,'.i^fW'/' 

IlaSER S1W9.95 "■■■' 




MONITORS 



lOMsrtcp 

COLOR 

MONrroR 



$169.9^ 
$299.95 




PRINTERS 

InX-IOOO 5169.95 

InX-1D0CC..£169.95 '«^^ 

Inx-iooo — .^"•■*i' ^^ 

|nAINBOW.,S219.95 / 

I NX-IS 5299.95 NX-10Q0C 

I NX-2400 $304,95 0AINE1OW..SK4.Q5 

CITIZEM PRINTERS IN STOCK 
■HP LASER HP 

^ETII S1B29.05 DESKJET...J6B9.95 

OKIDATA 

lOKIDATA-IM S1flO,9S I 

I OKIMATE 20 J1 19.95 1 

lOKIDATA-ieO S219.B6 



r.«Or.*vox 13- RGB 

COLOn MONITOF1 



THOMSON HI RETS nr,n 
11- COLOR »«)WIIQR 



$199. 
$299. 
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commodore 

COLT PACKAGE 

IBM XT COMPATIBLE 

IcoMri/ioDont" 

ICOLT Computer 
I640K 

l4.77-7.ieMHz 
|2 Floppy Drives 
l12"Higii Hesoluiion 
iMono Monllor 
Iaii Hook- Up Cables & 
lAdasplers r 

iBoxol 10 Diskettes/, 




$699 



COMMODORE PCIO-I 
IBM XT COMPATIBLE PKQ. 



l512KRAf^ 
lEKpandablolo640K 
peOK Floppy Drive 
1 12" Moniior 
I Serial & Parallel 
I Porta Keyboard 
I Box ol lODisketlos 



n 



$499 



AMIGA 50d] >AIV1iG/\ I AMIGA 2000 



ALL AMIGA ACCESSORIES & PERIPHERALS 
IN STOCK-CALL FOR PRICES 



f 



CtiiiM4thK\iui)ia<eek.Vutiu 
■(qmcd NoiJtfiliHUIiwctia— 



( OrdHI, MMttiaiH Vm, Ami . OlMCt Cb*, Cid 



fSISANVO 

PR -3000 DAISY 
WHEEL LQ PRINTER 



rushserviceavEable-callfordetails S§SfeHSS»SH 



$59. 
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Continmd from page 84 


:NEXT I'HPUJ 


320 IF M=0 OR H=2 OR M=4 OR M=6 THEN 


810 U2=D(PN)+BCM) : V2=0 (PN)+C (M) 'EXAL 


3 60 ' JLMH 


820 IF U2<0 OR U2>20 THEN GOSUB 1070 


330 IF H=A{1)AND G=A(3)THEN G=CR'GNIG 


:GOTO 750'HPDL 


340 IF H=CR THEN G=CR'EGDF 


830 IF V2<0 OR V2>38 THEN GOSUB 1070 


350 IF H=At3)AND G=A(1}THEN G=CR'GNII 
360 POKE L3,G:P0KE L3+CM,C0: U1=U2 


:GOTO 750'HPOM 
840 L2=S+U2*40+V2'EJUK 


!V1=V2 ' FWVL 


850 IF PEEK(L2)<>0H THEN GOSUB 1070 


370 POKE V,15:P0KE AA,88:POKE PH,15 


:G0T0 750'HONO 


:POKE PL, 15: POKE SS,89'FDXN 


860 L3=L1+B(M) *20+C(M)/2'FPAO 
870 C9=PEEK (L3) : IF C9=CR OR 


380 POKE HF,H(M):POKE LF,L(M) 


C9=A(M)THEN 890'HUBS 


:POKE W,65: 'DVSL 


880 GOSUB 1070:GOTO 750'CIEM 


390 NEXT I 'BBCG 


890 REM MAKE THE MOVE ' BLVO 


400 POKE W,0'BDXY 


900 POKE L2,P(PN) :POKE L2+54272, 


410 POKE L2,0H :POKE L2+CM,C1'DNBE 


CO(PN) 'DXQK 


420 REM PLACE THE PLAYERS 'BPTE 


910 POKE L1,OH:F2=0:POKE Ll+54272, 


430 FOR 1=0 TO I'DDDD 


CI 'EUHL 


440 GOSUB 520'BDKD 


920 POKE V,15:P0KE AA,88:POKE PH,15 


450 IF PEEK(L1)><0H THEN 440'FJJI 


:POKE PL,15:P0KE SS,89'FDXO 


450 POKE L1,P(I) :0(I)=U1:D(I)=V1'DVNK 


930 POKE HF,H(M):POKE LF,L(M) 


470 POKE Ll+54272,CO(I) "CNAJ 


:POKE W, 65: FOR TM=1 TO 100: NEXT 


480 NEXT I 'BBCG 


: POKE W,0 'IHJS 


490 PN=0'BDCI 


940 IF PEEK{L3)=CR AND A (M) =A (1 } THEN 


500 GOTO 620 'BDHA 


POKE L3,A(3):GOTO 970'IATR 


510 FOR KK=1 TO 2000:NEXT KK 


950 IF PEEK{L3)=CR AND A (M) =A (3 ) THEN 


: RETURN 'FLVF 


POKE L3,A(1):G0T0 970'IATS 


520 U1=INT(RND(X) *20) *2'FKQG 


960 POKE L3,32'BFQK 


530 V1=INT(RND(X)*11)*2'FKRH 


970 FOR J=0 TO 7'DDKM 


540 L1=S+U1+V1*40 'BJRH 


980 V3=0(PN)+C(J)/2: IF V3<0 OR V3>38 


550 RETURN 'BAQE 


THEN 1020 'lYHV 


560 POKE S+55208,14 'CJPI 


990 U3=D(PN)+B(J)/2:IF U3<0 OR U3>20 


570 PRINT" [HOME] "; :FOR 1=1 TO 23 


THEN 1020'IYIW 


: PRINT" [DOWN] "; :NEXT: RETURN 'HKVM 


1000 Q=PEEK{S+V3+U3*40) 'FKVX 


580 PRINT"PLAYER " ; CHR$ (49 + PN ) ; 


1010 IF Q=A(J)OR Q=CR THEN F2=l 


" TOKEN [SPACE4] YOUR MOVE? [SPACES] 


:J=7'H0HC 


"'DIBS 


1020 NEXT J'BBDU 


590 FOR 1=1 TO 10:GET K$:NEXT'FIIM 


1030 IF F2=0 THEN POKE L1,32'EIXA 


600 POKE S+936,P(PN) :POKE S+55208, 


1040 0(PN)=V2:D(PN)=U2'CPEC 


CO{PN) 'EYGI 


1050 PN=1-PN'CFBA 


610 RETURN 'BAQB 


1060 GOTO 630'BDIA 


620 REM CAN THE CURRENT PLAYER 


1070 GOSUB 560'BDOB 


MOVE?'BYRJ 


1080 PRINT"CAN'T GO THERE [SPACE24 ] 


630 Ll=S+O(PN)+D{PN)*4n:Fl=0'FTIK 


"'BAN I 


640 FOR J=0 TO 7'DDKG 


1090 GOSUB 510'BDJD 


650 U2=D(PN)+B(J) 'CLRI 


1100 RETURN'BAQT 


660 V2=0(PN)+C{J) 'CLAK 


1110 GOSUB 560:PRINT"PLAYER 


670 IF V2<0 OR V2>38 THEN 730'FKNM 


"CHR$(PN+49)" GIVES UP![SPACE11] 


680 IF U2<0 OR U2>20 THEN 730'FKCN 


"'EKPF 


690 IF PEEK(S+U2*40+V2)><OH THEN 


1120 GOTO 1150 'BEEW 


7 30'IOJR 


1130 GOSUB 560'BDOX 


700 L2=L1+B(J)*20+C(J)/2'FPSH 


1140 PRINT"PLAYER " ; CHR$ (PN+49 ) ; 


710 IF PEEK{L2)=A(J)THEN F1=1:J=7 


" CANNOT M0VE[SPACE11] "'DIOI 


iGOTO 730'HSQK 


1150 GOSUB 510'BDJA 


720 IF PEEK(L2)=CR THEN F1=1:J=7 


1160 WW=1-PN:LL=PN'DKBE 


:GOTO 730'HQUL 


1170 GOSUB 560'BDOC 


730 NEXT J'BBDE 


1180 V(WW)=V(WW)+1 'CLEG 


740 IF F1=0 THEN 1130'DHEI 


1190 PRINT"PLAYER " ; CHR$ (WW+49 ) " HAS 


750 GOSUB 560'BDOH 


NOW WON "V (WW) " GAMES TO PLAYER 


760 GOSUB 580 ' BDQI 


"; 'DNJR 


770 GET A$:IF A$=""THEN 770'EINM 


1200 PRINT CHRS{LL+49) "'S "V{LL)'DLIA 


780 IF A$="G"THEN lllO'DGIM 


1210 GOSUB 510'BDJW 


790 IF A$<"0"OR A$>"7"THEN GOSUB 1070 


1220 GOSUB 560'BDOX 


:GOTO 750'HMTR 


1230 PRINT"FOR ANOTHER GAME ENTER Y 


800 M=VAL tA$) :FOR 1=1 TO lOiGET A$ 


[SPACE25]"'BADI Continued on page 128 
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Each month Commodore 
Magazine brings you FREE 
programs, pre-tested and ready 
to use. You'll get the latest 
games plus practical programs 
for home and business applica- 
tions, tutorials, graphics, music 
and more/all with easy to under- 
stand instructions. 

Subscribe or renew your sub- 
scription now at the low rate of 
$24.95 and we'll send you a full 
year of Commodore Magazine 
(12 issues). 

To order call toll free 
800-345-8112. 



LEARN 

DISCOVER 

EXPLORE 



All your computer has to offer with Commodore Magazine 



PROGRAMMING" 



The Castle of 
Spirits 

for the Commodore 64 



The Castle of Spirits is a miniature in- 
teractive fiction game which has 
many of tlie featurcs found in larger com- 
mercial games. In order to save memoiy, 
the routine which interprets your input 
will only understand two woitis or com- 
mands at a time. Normally commands are 
expresvsed as verb-noun combinations like 
"go north" or "take box." If you want to do 
something with an object that has a two- 
word name (e.g., oil am) use the l;LSt word 
(e.g., "take can"). 

The first time you enter a room, its de- 
scription is printed. Each subsequent time 
you enter a room, only the name of the 
room will be printed, lb review a room de- 
scription, type "Ifxik" or the single letter 
"L," 

Moving around the castle is simple. I 
have included a floor plan of the castle 
(not a drawing of a cart on wheels) that 
will help you keep from getting lost. TVpe 
"go north" and you will walk north, as 
long iis nothing blocks yom" way. To save 
keystrokes you can type "N," "S," "E," 
"W," "U; "D" for "north," "south," "east," 
'Vest," "up," and "down," respectively. 

lb fmd out what you are carrying, type 
"inventory" or "I." A list of all items will 





be displayed. All items that you drop will 
Ik listed in the room description when you 
"look." 

lb find out how many moves have 
passed, type "time." Be careful, doing this 
uses up a move, so don't do it if you think 
you're preased for time. 

The word- handling routine, or "parser," 
is found in lines 1(X) to 180. First, it 
searches thn)ugh what you have typed for 
a space. li' none are found, it accepts all 
the input as the first word. If a space is 
found, then everything before the space is 
considered to be the first word, and every- 
thing after the space is consideiied to \x 
the second word. Then the piu^r checks 
to see if it understands the two words by 
looking them up on a list. If it under- 
stands the first word it assigns a numeri- 
cal value to the variable Wl correspond- 
ing to that word's position on a list. Fthe 
parser doesn't understand the word, it 
says so and returns to the beginning of the 
input routine. 



The second word is now checked. If the 
parser doesn't understimd the word, it will 
then check to see if the word is an object 
name. If not, the parser reports that it 
doesn't understand the phrase and re- 
starts the input routine. Fthe word is un- 
deretood then the numerical value of the 
word's position on the checklist is iissigned 
to W2, If a second wond was not typed, 
then W2 will equal zero. 

Memoiy limitations required that I put 
in only a few rooms and a Umited vocabu- 
lary. Feel fi^ee to expand on this as you 
like. A section of variables at the top of 
the progrimi are defined to indicate how 
many of one thing there is. For example, 
"NV" is equal to the number of verbs used 
in the game, "NO" is the number of ob- 
jects, and "NR" is the number of rooms. 
After adding to the particular variable 
you want to change, add new data to the 
statements starting at line 1(XX) which 
corresp(jnd to the viiriable you are 
changing. O 



Hr((irf lyping this progniii. read "He™ iii hiiur Prugiami." iniJ "Huw lu L'>i- llic MajiJiiinc 
£nin ftiiprjir ■■ The HA.'ilC prugrimi in ihi> nijgsiine art ivallihic on disk from Uiiilsijt, 
PO. Ho!( .WOiM, .Shrevcp<irt. L\ "030-000' l-sn()-831-3W4 

Castle of Spirits 

10 POKE 53280, 0:POKE 53281 , :M=0 : RM«1 

:PRINT CHR${147) ;CHR$ (14) ; 

CHRS (30) 'INMK 
20 NR=10:NV=22:NN=14:NO=7'ESIF 
25 DIM MP(NR,7) ,VB$ (NV) ,NO$(NN) , 

RN$ (NR) ,0B$ (N0,1) ,OB{NO} 'BYEO 
30 FOR 1=1 TO NR:FOR J=l TO 6 

:READ MP{I ,J) :NEXT J, I 

:FOR 1=1 TO NV:READ VB$(I) 



40 



50 
€0 

70 

80 
90 



:NEXT'NIHO 

FOR 1=1 TO NN:READ NO$(I):NEXT 

:FOR 1=1 TO NR:READ RN$(I) 

:NEXT'KACL 

FOR 1=1 TO NO: READ 08$ (1,0) 

:READ 0B$ (I ,1) :READ OB (I ) :NEXT ' HEKL 

MP(1,7)=1 :PRINT CHR$ ( 18 ) RN$ (RM) 

:GOSt]B 870:GOT0 930'FDYL 

IF INT (RND(O) *100)+1<5 THEN 

930'HNQK 

IF M=14 AND OB(5)>0 THEN 1010 'FNEJ 

IF M=14 AND OB{5)=0 THEN GOSUB 

Continued on page 90 
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Continued from page 88 
1430 'GNVL 
100 INPUT" [DOWN, SHFT W]HAT NOW";AM$ 

:PRINT:IF LEN(AM$)>20 THEN 70'GPIE 

FOR I=-l TO LEN{AM$) 
:IF MID$(AM$,I,1)<>" "THEN NEXT 
:W1$=AM$:W2$="":G0T0 130'NHWL , 
W1$=LEFT$ (AM$,I-1) :W2$=MID$ (AM$, 
1+1,15) 'GBSG 
FOR 1=1 TO NV'DETA 

IF VB$ (I)<>LEFTS(W1$,3)THEN NEXT 
:PRINT"[SHFT I] DON'T KNOW "WIS 
:GOT0 70'IUJQ 
W1=I:IF W2$=""THEN W2=0 
:G0TO 180'GOVG 

FOR 1=1 TO NN:IF N0$ {I ) =LEFT$ (W2$ , 
3)THEN W2=I:G0T0 180 'JAGL 
NEXT:FOR 1=1 TO N0:IF LEFT${W2$, 
3)=0B$ {I ,0)THEN W2=I:GDT0 180'KDTN 
NEXT: PRINT" [SHFT I] 

DON'T KNOW "W2$:G0T0 70'DHYI 
M=M+1:IF WKIO THEN 1060 'FMUI 
IF Wl>13 AND WK17 AND W2=0 THEN 
PRINT CHR${18)RN$(RM) :GOSUB 870 
:G0Ta 70'LECR 

IF Wl=ia THEN PRINT M"MOVES." 
:PRINT:GOTO 70'GJRD 
IF WK14 AND Wl>9 THEN 760'FKSC 
IF Wl=19 OR Wl=20 THEN 830'FLND 
AM=0:IF(W1=15 OR W1=16}AND W2=2 
AND OB(2)=0 THEN AM=1'LBEM 
IF AM=1 THEN A5="[SHFT U] 
IDSD!@SD!UISDD1CTUUN0R!UID!BNMNS! 
NG":GOSUB 1190 'FKHP 
IF AH=1 THEN A$= "@ ! US@GGHB ! MHFIU ! 
HLCDEEDEIH01UID!RHED/":G0SUB 1190 
:GOTO 70 'GNNR 

IF(W1=15 OR W1=16)AND W2=2 THEN 
PRINT"[SHFT D]ON'T HAVE IT!" 
:GOTO 70'JQQP 

IF Wl = 17 AND W2=9 AND RM03 AND 
RM05 THEN PRINT" [SHFT Dj 
ON'T NEED TO!":GOTO 70'NQPT 
IF Wl=17 AND W2=9 AND (01=8 OR 
OI=RM)THEN PRINT" [SHFT D] 
ON'T NEED TO!":GOTO 70'LTTT 
IF Wl=17 AND W2=9 THEN OI=OI+RM 
:PRINT"tSHFT 0,SHFT K]." 
:GOTO 70'JRIQ 

IF Wl=21 AND W2>9 AND W2<14 AND 
OB(2)>0 THEN PRINT"[SHFT Y] 
OU DON'T HAVE IT!":GOTO 70'LUIN 
IF Wl=21 AND W2=10 THEN PRINT" 
[SHFT Y]OU HAVE TO SPECIFY A 
COLOR." :GOTO 70'HLQM 
IP Wl=21 AND W2=ll THEN PRINT" 
[SHFT B]OOM! ! I !":PRINT"[SHPT Y] 
OU MADE A MISTAKE! " :GOTO 1400 'lOHO 
IF Wl=21 AND W2=13 AND BU>0 THEN 
PRINT" [SHFT B]OOM! I M " 
: PRINT" [SHFT 0]OPS! " 
:G0T0 1400 'KRHO 

IF Wl=21 AND W2=13 AND BU=0 THEN 
BU=1:PRINT" [SHFT C,SHFT L,SHFT I, 
SHFT C,SHFT K].":GOTO 70'KSNP 
IF Wl = 21 AND W2 = 12 AND BUOl THEN 



110 



120 

130 
135 



14 

150 

160 

170 

180 
190 



200 

210 
220 
230 

240 



250 



260 



270 



280 



290 



300 



310 



320 



330 



340 



350 



PRINT" [SHFT B]OOM! ! ! !" 

:PRINT" [SHFT OjOOPS!" 

:GOTO 1400 'LRKR 
360 IF Wl=21 AND W2=12 AND BU=1 THEN 

PRINT" [SHFT T]HE BOX OPENS AND 

[SHFT 1} NOW HAVE A KEY."'ILLU 
370 IF Wl=21 AND W2=12 AND BU=1 THEN 

BU=2:0B [4)=0:GOTO 70'KYCQ 
380 IF Wl = 22 AND W2=9 AND RM05 THEN 

PRINT" [SHFT C]AN'T DO THAT YET!" 

:GOTO 70'KNYT 
390 IF Wl=22 AND W2=9 AND RM=5 AND 

OB(4)=0 THEN PRINT" [SHFT 0]K," 

:MP (5,2)=6:GOTO 70'MDCV 
400 IF Wl=22 AND W2=9 THEN PRINT" 

[SHFT C]AN'T DO THAT YET!" 

:GOTO 70'HKYJ 
410 PRINT" [SHFT I] DON'T UNDERSTAND 

YOU." :M=M-1:G0T0 70 ' EHYJ 
420 A$="[SHFT X] NT ! @SD ! HO ! @ ! M@SFD ! BNT 

SUX@SE1VHUI" :GOSUB 1190'CHUM 
430 A$="@!EHM@QHE@UDE!RIDE!H0!UID1BNS 

ODS/":GOSUB 1190 'CHJM 
440 A$="[SHFT U] ID ! RNTUI ! DEFD! HR! MHOD 

E!CX!@0!NME":GOSUB 1190'CHSN 
450 A$="RUNQD!V@MM!VHUI ! @ ! QNSUBTMMHR ! 

HOIUID" :GOSUB 1190 'CHXP 
455 A$ = "LHEEMD/":GOSUB H90'CHQM 
460 RETURN 'BAQE 
470 A$ = "[SHFT U] I DSD ! HR ! @ ! LNORUSNTR ! F 

@UD!RDU!HO!UID":GOSUB H90'CHRR 
480 A$="ONSUI !V§MM/! ! [SHFT U] 

N!UID!RNTUI !HR!UID" 

:GOSUB 1190 'CHSR 
4 90 A$="BNTSUX@SE!iaOE!UN!UID!D(aRU!HR! 

@!RL@MM":GOSUB 1190 'CHMT 
495 A$="INTRD/":GOSUB 1190 'CHTO 
500 RETURN 'BAQY 
510 A$="[SHFT U] IHR!HR!UID!D@RU!BNTSU 

X@SE/! [SHFT *] !RL@f4H" 

:GOSUB 1190 'CHON 
520 A$="F@Q!DYHRUR! HOIUID! RNTUI !VgMM! 

NG!UID":GOSUB 1190 'CHTN 
530 A$ = "B(aRUMD/! ! [SHFT *] 

! ENLHODDSHOF ! UNVDS ! RU@OER" 

:GOSUB 1190'CHJO 
54 A$="RHMINTDUUDE!@F@HORU!UID!RJX-! 

UID":GOSUB 1190 'CHWO 
550 A$="DOUS@OBD!NG!VIHBI !HR!BNWDSDEl 

HO!WHODR/" :GOSUB 1190 : RETURN ' DIOR 
560 A$="[SHFT X] NT ! RUgOE ! HO 1 @ ! RL@MM ! F 

eQ!HO!UID!V@MM":GOSUB 1190'CHTR 
570 A$="NG!VIHBI!UID!NOMX!DYHU!HR!ONS 

UI/":GOSUB 1190:RETURN'DINS 
580 A$="[SHFT U] IHR ! HR ! UID ! VDRU ! BNTSU 
X@SE/![SHFT U] ID!RU@CMDR" 

:GOSUB 1190 'CHTV 
590 A$="@SD!UN!UID! RNTUI- !@0E!@!ENLHO 

DDSHOF" .-GOSUB 1190 'CHHT 
600 A$= "UNVDS !RU@OER!RHMINTDUUDE!@F@H 

ORU !UID" :GOSUB 1190 'CHQM 
610 A$="RJX-!UID!DOUS@OBD!NG iVIHBI !HR 

!BNWDSDE" :GOSUB 1190 'CHLN 
615 A$="HO!WHODR/":GOSUB 1190 'CHCL 
620 RETURN 'BAQC 
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780 
630 A$="[SHFT X] NT ! RU@OE ! HO ! UID IRUgCM 

DR-!VIHBI !I@WD" :GOSUB 1190'CHCP 
640 A$="@QQ@SD0UMX!0NU!CDD01JDQU IWDSX 790 

IBMDDO/" iGOSUB 1190:RETURN 'DIGR 
650 A$="[SHFT U] IDSD ! §SD ! W@SHNTR lUNNM 

RI@OE!NUIDS":GOSUB 1190'CHUR 300 

660 A$="HUDLR!NG!ON!NS!RNLD!R0UDSDRU! 

HO!UID":GOSUB 1190 'CHVS ; 810 

670 A$="UNNM!RIDE/! [SHFT U] 

ID!D0US§OBD!HR!ONSUI/" iGOSUB 1190 

:RETURN'DIDT 820 

680 AS="[SHFT U] IHR ! HR ! UID I CNUUNL !GMN 

NS!NG!NOD!NG" :GOSUB 1190'CHPU 830 
690 A$="UID!L@OX!UNVDSR!HO!UIHR!BgRUM 

D/USHFT *]0":GOSUB 1190 'CHWV 840 
700 A$="DYHU!HRrRNTUI !NG!IDSD/" 

:GOSUB 1190:RETURN'DIJK 850 

710 A$="[SHFT U] ID!DOEMDRR!GMNNSR!@MM 

!@QQD@S!UID" :GOSUB 1190 

:MP (RM,7)=0 'DRVR 8 60 

720 A$="R@LD!HO!UIHR!UNVDS/! [SHFT T] 870 

Q!NS!ENVO>" :GOSUB 1190 : RETURN ' DIJP 
730 A$="[SHFT U] IHR! HR ! Q ! RL@MM! FT@SE& 880 

R!RI@BJ/":GOSUB 1190'CHPO 
740 A$-"[SHFT W] @SHNTR ! DWDSXE@X I HUDLR 

l@SD!NO!UID" iGOSUB 1190'CHAR 890 

750 A$="GMNNS/" :GOSUB 1 190 : RETURN ' DI PL 
760 IF W2=0 THEN PRINT" [SHFT W,SHFT H, 900 

SHFT A, SHFT T]?":GOTO 70'FGPO 
770 IF W2=14 THEN W2=7 :W2$="MAGNET" ' F 910 

LIP ! 920 



FOR 1=1 TO NO: IF LEFT${W2$, 
3)=0B$ (I,0)AND(RM=OB(I)OR(W1=12 
OR W1=13))THEN 810'NRUB 
NEXT:IF Wl=12 OR Wl=13 THEN 
PRINT" [SHFT DIDN'T HAVE IT." 
:GOTO 70'IMDV 

PRINT" [SHFT D]ON'T SEE IT." 
:GOT0 70'CDUH 

IF Wl = 10 OR Wl = ll THEN OBU)=0 
:PRINT 0B$(I,1)" IS TAKEN" 
:G0T0 70'IBLQ 
OB (I)=RM: PRINT OB$(I, 
D" IS DROPPED" :GOTO 70'DTYN 
PRINT" [SHFT Y]OU ARE CARRYING 
: " ' BANK 

AM=0:FOR 1=1 TO NO: IF OB{I)=0 
AM=1:PRINT 0B$ (I , 1 ) ' JCBS 
IF AM=0 THEN PRINT" [SHFT N, 
0,SHFT T,SHFT H,SHFT I, 
N,SHFT G] ! " 'FEGQ 
70 'BCOI 
GOSUB 420,470,510,560,580, 



THEN 

NEXT 

SHFT 

SHFT 

GOTO 

ON RM 

6 3 0,650,680,710,730 'CQAS 

AM=0:FOR 1=1 TO NO: IF RM=OB(I)AND 

AM=0 THEN AH=1: PRINT" [SHFT Y] 

OU SEE "; 'LYOA 

IF RM=OB(I)THEN PRINT 0B$(I,1)", 

"; 'EQWR 
NEXT: IF AM>0 THEN PRINT" [LEFT2} 
." 'FEVI 
RETURN 'BAQE 
PRINT" [SHFT I] DON'T UNDERSTAND 
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'" Get TaxPerfect " now and 
relax on April 15th . 



• SIXTH SUCCESSFUL YEAR! • MANY THOUSANDS ALREADY IN USE! 

• Your Simple Answer to the Tax Reform Act of 1986 

• TaxPerfect is the quick, correct, easy way to do your ta>ies • Absolutely up-to-date with the Tax Retorm 
Act ot 19B6 and all new tax changes • Srmplosl tax return preparation program available — at any 
price • Single-keystroke form-to-form change • Automatically calcufates and transfers data from 
every FORM and Schedule to FORM 1040' Simply answer the questions — TaxPerlect calculates return, 
tax due or amount of refund duo you • Automatically elects the greater of Standard or Itemized 
deductions • Prints data to all FORMS or Sctiedules you need for your complete return — ready to 
sign and file Highly acclaimed by tax pros, CPAsand tax preparers. TaxPerlect is easy to understand 
and a pleasure to work with. Available for Commodore 64 and Commodore 123 



• TaxPerfect is fully screen-prompted, menu-driven 
and easy lo use. System includes comprehensive 
User's manual with helpful tutorial example. 

■ With a single keystroke TaxPerfect instantly recalcu- 
lates your entire return when you change any Item. 

• TaxPerfect also prints directly onto IRS forms 



TaxPerfect data files can be stored on disk. 
TaxPerfect yearly updates are available at 
50% discount to registered TaxPerfect users. 
TaxPerlect is an essential addition to your 
personal software library — beat of all It's lax 
deductible. 



TAX PLANNING 

• Most powerful program features auallabte —at 
any price • Supports RAMdisk • Prints the input 
Sheets to organize your data • Built-in calculator 
feature accumulates input and enters total • 32 
PF key lunctlons achieved with 1 or 2 keystrokes 

■ Fast, complete tax calculations — ^0 forms in 
under 2 seconds (most returns m under t second) 

■ On-lino pop-up Help menus • Full calculation- 
override capability ■ Follows IHS lext & line bs 
exactly ■ Exclusive context-sensitive Datachok'" 
pinpoints omissions —and alerts you lo effects of 
your input • Our exclusive Current Values Display 
constantly rellects all changes with your input • In 
Planning mode all unnecessary lext questions 
are eliminated. 



FIETURN PREPARATION 

TaxPerlect PR INTS THE INCOME TAX 
RETURN FOR YOU: TaxPerlect 64- prints 
page 1 , page 2 of the FORM 1040 and 
Schedules A.B.C,D,E and SE as well as 
FORM £441, 3903 and 6251 on standard IRS 
government forms or on blank computer 
paper for use with transparent overlays 
TaxPerfect 128 — supports all of the above 
forms p/uj Schedules Farid R and FORMS 
2106, 2119. 2210, 3800, 4136, 4255. 4562 and 
4684 All other forms and schedules are 
considered in the calculation. TaxPerlect 
features direct screen input using fast ten- 
key style on 128 



Complete 1988 Edition: TaxPerfect 64^89 TaxPerfect 128 



TO ORDER Call Toll Free 1-800-525-5611 24 Hrs. from anywhere outside Dallas. In Dallas Call 214/386-6320. Mamrca. 

VISA M(^n^ly rjrrjprn. EJ.ink Cr^pcks a'ld COD 0;[Jpr3 At(;*?pt'rd (atlcj 3*.« surch.irtic for credit card processing! {Texas fc5idf:n13 ndd B% 5.n e5 E.TJi) [,1cld S5 00 for COD) {S3 00 Shipping) 

Financial Services Marketing Corporation • 500 North Dallas Bank Tower ■ 12900 Preston Road • Dallas, Texas 75230 




FULL-FEATURED 

DEPRECIATION 

SUPPORT 

Self-contained Depreciation program 

calculates and prints complete listing of 
dopreciaWe assets ... all classes . . . any 
length life . . . traditional methods plus "old" 
rules, ACFtS. f^ACRS... Half-year, mid-quarler 
& mid-month conventions. Schedule attaches as 
detailed, printed supplement to FORM 4562. 



CortimorfBre ^ ana Cofnmodcfe 128 are TRADE- 

MAflKS o! Com modo'c Business Machine Cc^. 
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YOU" :M=M-1:G0T0 70'BHCP 
A$="[SHFT V]IHMRU!FNHOF!@CNTU!XNT 
S!CTRHODRR":GOSUB 1190 'CHRS 

A$="@ !LNSD!UI@OIRMHFIUMX!EDS@OFDE" 
:GOSUB 1190'CHOR 

A$="@QQ@SHUHN01@QQD@SR/I [SHFT I] 

DIRDDLRIUN'CD" iGOSUB 1190 'CHYU 

A$="RBSD@LH0F!RNLD!0N0RD0RD1@CNTU 

10N":G0SUB 1190 'CHNU 

A$="DRB@QD/! [SHFT U] 

ID ! FINRU 1 WDSX ! HLQNMHUDMX " 

:GOSUB 1190 'CHMW 

A$="M@TFIR!HO!XNTS!G@BD-!UIDOIW@0 
HRIDR!UN":GOSUB 1190'CHKX 
A$ = "VI eUDWDS ! TORHFIUMX !QM@BD IID I § 
QQDgSDE" :GOSUB 1190 'CHVY 
AS="GSNL/":GOSUB 1190 'CHRV 
GOTO 80'BCPS 

A$=" [SHFT X]NT!PTHUD!RTEEDOMX!@S 
DIHQUDSSTQUDEICX" :GOSUB 1190'CHJH 
A$= "@0 ! NWDSQNVDSHOF ! W@LQHSD/ I 
[SHFT V] IHMD" :GOSUB 1190 'CHXG 
A$= "RUSTFPMHOF !GNS !XNTS ! MHGD ! ID ! 
BSMLMX" :GOSUB 1190 'CHRI 
A$="ESHOJR!XNTS!CMNNE/! [SHFT X] 
NT!I@WD!EHDE/":GOSUB 1190 'CHFJ 
GOTO 1400 'BECY 
IF Wl>6 AND WKIO AND W2=7 
AND{RM=5 OR RM=3 ) AND (OI=RM OR 
01 =8) THEN RM=8:G0T0 1170 'RKVS 
IF(W1<7 0R(W1>6 AND WKIO AND 
W2=1))AND RM=2 AND OB(6)=0 AND 
OB(7)=0 THEN 1490'PLES 
IF Wl<7 0R(W1>6 AND WKIO AND 
W2<7)THEN 1120'JTSL 
IF W2=8 THEN RM=7:PRINT 
CHRS (18)RN$ (RM) :GOTO 1170'HXRL 
IF Wl>6 AND WKIO AND W2=7 THEN 
PRINT" [SHFT T]HE DOOR IS STUCK 1" 
:GOTO 70'JNAI 
PRINT" [SHFT D]0 WHAT?" 
:GOTO 70'CDLY 
IF WK7 THEN W2=W1'EHCA 
IF RM=5 AND W2=2 AND MP(RH, 
W2)=0 THEN PRINT" [SHFT C]AN'T 
[SHFT T]HE DOOR'S LOCKED." 
:GOTO 70'JTSO 

IF RM=2 AND W2=l AND (OB (6) >0 OR 
OB(7)>0}THEN 1470'JYMJ 
IF MP(RM,W2)=0 THEN PRINT" 
tSHFT SIOHETHING SOLID HITS YOU 
IN THE FACE.":GOTO 70'FNNP 
RM=MP (RH,W2) :PRINT 
CHRS (18)RNS (RM) 'DXEH 
IF MP{RM,7)=0 THEN MP(RM,7)=1 
;GOSUB 870:GOTO 70'GACK 
GOTO 70 'BCOC 

FOR 1=1 TO LEN(AS} :A=-1 'GJKI 
IF ASC(HID$(A$,I,1))/2=INT(ASC 
(MIDS (A$,I,1) )/2)THEN A=1'LBHU 
PRINT CHRS (ASC(MID$ (AS , 1 , 1 ) ) +A) ; 
:NEXT I:PRINT;RETURN'ISXD 
REM MAP'BDIW 
DATA 2,0,3,5,0,0 'BLLY 
DATA 0,1,10,0,0,0 'BHBA 



1240 DATA 0,4,0,1,0,0'BLGB 
I 1250 DATA 3,0,0,0,0,0'BLEC 
1260 DATA 0,0, 1,0,0,0 'BLCD 
1270 DATA 5,0,0, 0,0,0 'BLGE 
128 DATA 1,0,0,0,0,0 'BLCF 
1290 DATA 0,5,0,0,9,0'BLPG 
1300 DATA 0,0,0,0,9,8'BLSX 
1310 DATA 0,0,0,2,0,0'BLDY 
1320 DATA N,S,E,W,U,D,GO,ENT,WAL'BWAE 

13 30 DATA TAK,GET,DRO,LBA,L,LOO,EXA, 

OIL,TIM,I,INV,PUS,UNL'BWJM 
1340 DATA NOR, SOU, EAS, WES, UP, DOW, TOW, 

SHE,DOO,BUT,RBD,YEL,GRE,ELE'BECP 
1350 DATA "[SHFT C] OURTYARD" , " [SHFT B] 

y THE GATES" ," [SHFT E] 

. COURTYARD" ," [SHFT G] 

AP IN WALL"'BDXQ 
1360 DATA" [SHFT W] . COURTYARD"," 

[SHFT SJTABLES" ," [SHFT T] 

OOL SHED" 'BCCM 
1365 DATA" [SHFT T] OWER" , " [SHFT T] 

OWER"," [SHFT G]UARD 

QUARTERS" 'BCHQ 
1370 DATA CAN, "AN OIL CAN", 7, BOX, 

"A BLACK BOX",10,SHO, 

"AN OLD SHOVEL", 7'BVLR 
1380 DATA KEY, "A KEY ",11, GAR, 

"A GARLIC BLOOM" ,6'BOQM 
1390 DATA BAT, "A CAR BATTERY " ,8 ,MAG , 

"AN ELECTROMAGNET" ,4 'BNXQ 
1400 PRINT:PRINT" [SHFT P]LAY AGAIN ( 

[SHFT Y]/[SHFT N])":POKE 198,0 

:WAIT 198,1:GET AS'FQII 
1410 IF A$<>"N"THEN RUN'FCLB 
1420 PRINT" [SHFT BJETTER LUCK NEXT 

TIME! " :END'CBAG 
1430 A$="[SHFT X] NT ! PTHUD ! RTEEDOMX ! @S 

D!HOUDSSTQUDE!CX":GOSUB 1190 'CHJN 
144 AS="@0! NWDSQNVDSHOF !W@LQHSD/! 

[SHFT I]D!U@JDR!NOD" 

:GOSUB 1190 'CHUO 

14 50 A$="ROHGG!NG!XNTS!F@SMHB-!RUHBJR 

ITQIIHR" :GOSUB 1190'CHXO 
14 60 AS="ONRDI@OE!UIDO!GMHDR!@V@X/" 

:GOSUB H90:RETURN'DIRN 
1470 A$ = "[SHFT *] 1 FINRUMX ! JOHFIU ! HO ! @ 

!GTMM!RTHU!NG";G0SUB 1190'CHKQ 
1480 A$="@SLNS ! SDGTRDR ! UN ! MDU IXNT !Q@R 

R/"-.G0SU8 1190:GOTO 70'DKSR 

1490 A$="[SHFT U] ID! FINRUMX ! FT@SE! HR! 
§QQ@SDOUMX!RB@SDE" 
:GOSUB 1190'CHIT 

150 A$= "NO ! U ID !L@FODU!@OE! SDGTRDR! UN 
!BNLD!OD@S":GOSUB 1190'CHHK 

1510 AS="XNT/! [SHFT X] NT ! WDSX ! B§RT§MM 
X!RUSNMM!NTU!NG" :GOSUB 1190 'CHLM 

1520 A$="UID!B@RUMD/! [SHFT B,SHFT N, 
SHFT 0,SHFT F,SHFT S,SHFT *, 
SHFT U,SHFT T,SHFT M,SHFT *, 
SHFT U,SHFT H,SHFT N,SHFT 0, 
SHFT R] !GSNL":GOSUB 1190'CHIT 

1530 AS="[SHFT *]0UIN0X! [SHFT L] 
@SN-!QSNFS@LLDS/" :GOSUB 1190 
:PRINT"[SHFT Y]OU TOOK"M"MOVES . " 
:END'EKGS WO 
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Boggling 

for the Commodore 64 
or 128 



Fen? Is that a word? Uh-oh, only 15 
seconds. I have to find more words. 
Plant! That's good. That will score double. 

Boggling is a computer game for the 
Commodore 64 or 128 similar to the board 
game Boggle. In case you haven't heard of 
it, m explain. There are sixteen cubes 
with letters on each of the faces. The com- 
puter "rolls" them, mixes them up, and 
displays the result as four rows of four let- 
ters each. The on-screen timer then gives 
you two minutes to write down as many 
words as you can find, subject to a few 
rules. The words have to be at least three 
letters long. They can't be proper names. 
You also can't use foreign words, unle^ 
they are commonly used such ;is yen. The 
letters must be adjacent, but they can go 
in any direction and am even change di- 
rections within the word. You can't wrap 
around the screen to make words, and you 
can't use the same cube twice. But you can 
use the same letter twice if it is on two 
cubes. 

At the end of the two minutes the 
screen flashes on and off and a buzzer 
sounds {they should get your attention). 
You then compare lists with the other 
players. Any word that two or more play- 
ers have gets crossed off the list of every 
player who has it. You get a point for each 
word you have left. Five-letter words score 
two points, six-letter words score three 
points, ete. Finding words with five or 
more letters is difficult. You am set a 
maximum number of rounds or a winning 
point total, and you can play with as 
many people as you want. 




The computer version has a few advan- 
tages over the board game. While you are 
comparing lists, the computer is figuring 
out the next arrangement of cubes, so you 
don't have to wait between rounds. You 
don't have that noisy clatter as you shake 
up the box of cubes (which ain get annoy- 
ing or keep sleeping family members 
awake during late night games). You also 
don't have to worry about watching the 
time. The computer keeps track for you. 

Hints 

Here are a few hints we've found while 
getting trounced by our in-laws. 1\vo min- 
utes goes by quickly, so write FAST! Don't 
waste time searching for large words or 
searching in unpromising areas of the 
board. Large words are good, but the main 
object is volume. If you're not sure that a 
word exists, write it down and go on. If a 
check to Webster's later eliminates it, you 
haven't lost anything. Any time you see 
an "S," don't forget plurals. Day and days 
both count. Also try to check all combina- 
tions of letters. For example, if you find 
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fen you also have net, and if you have eat 
you probably also have ate and tea. 

Modifications 

You can change the time allotted by 
changing the loops in line 115. Changing 
the loop for "M" from two-tOK>ne to three- 
to-one will give you an extra minute 
(something I always wish I had). The mix 
of letters is not the same as the board 
game's. It is based partially on the fre- 
quencies letters occur and partially on 
what we found 'Svorked" from trial and er- 
ror. By changing lines 900 to 975 you can 
change the mix; the letters are simply rep- 
resented by the numbers one to 26. As it is 
set now, there are 33 cube faces that have 
a vowel (not counting "Y") out of 96 faces. 
You are also currently guaranteed of" get- 
ting either an "E" or an 'T' and an "0" or 
an "U." The same vowel or consonant can 
also easily show up tvrice in one roll of the 
cubes, but that can be helpfui. 

Some space and typing was saved by de- 
signing the letters so that they share 
groups of character strings. Each letter is 
made up of five character strings five 
bytes long, and they often share some of 
the same strings. TTiat did contribute to 
the complication in the print statement in 
line 310, 

You can also play your own version of 
the game by making your own "house 
rules." For instance, you could count only 
words that the player can define. You 
could also penalize for guesses that don't 
turn out to be words. Another possibility 
is counting foreign words. 

Boggling can be frustrating, enlighten- 
ing, confiising and just plain fim. You 
might even increase your vocabulary and 
learn what fen, rue and vie mean. 



Before typing iliis pniKrani, tail "llim- in Hmcr Pfogram.V ind "lliiw m Vw i\k Magizine 
Enity I'mfifaiii " The MSIC priiKMtin In ihl» nwifjilnc nc avjilahit nn <ll»k (fom Loidliar, 
P.O. BiK .1l)()(W,Shrrvtr|Kiri, I.A 7IIJi)-mi(r, \mmmM't. 

BoKgling 
5 DIM X (26) 'BFAE 
10 DIM C(16,6) ,FP(I6,3} ,S(26,5) , 

A$ (40) 'BGED 
15 S=54272:FOR I=S TO S+24:POKE 1,0 

INEXT'HRYK 
20 POKE 53280, OiPOKE 53281, 0'CPLC 
25 PRINT" [CLEAR] " : PRINT" [DOWN] 

PLEASE WAIT WHILE I SET UP"'CBIM 
30 FOR 1=1 TO 16: FOR J=l TO 6 

:READ C(I ,J) :NEXT:NEXT'JRGI 
35 FOR A=l TO 40:READ A5 (A) :NEXT ' FLHJ 
40 FOR 1=1 TO 26! FDR J=l TO 5 



:READ S (1,J) :NEXT:NEXT'JRWJ 
50 GOSUB 200:GOSUB 400'CHVD 
100 PRINT" [CLEAR] ": PRINT" [DOWN,RVS] 

PRESS ANY KEY TO DISPLAY CUBES 

[RVOFF] " 'CBWF 
105 GET A$:IF A$="" THEN 105'EIFE 
110 PRINT" [CLEAR] ":GOSUB 300'CEJX 
115 FOR M=2 TO 1 STEP-1 

:FOR S=59 TO STEP-1 'KKVJ 
120 PRINT" [H0ME,D0WN13) ";TAB (30) ; 'CFUA 
125 PRINT M-1; " : "; 'CEOE 
130 IF S<10 THEN PRINT" " ; CHRS (S+48 ) 

:G0T0 140'HNAP 
135 PRINT S'BBKD 
140 FOR Z=l TO 650:NEXT'EGJC 
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145 
146 

147 

148 
149 
150 

151 

153 
155 
160 
165 
170 
175 
180 
185 
190 
195 

197 
199 
200 
205 
210 
215 
220 
225 
230 
235 
240 
245 
250 
299 
300 

305 

310 

315 
320 
325 
399 
400 
405 
410 
415 

420 

425 

430 

435 
440 
445 
900 
905 
910 
915 



NEXT:NEXT'CBLF 

S=54272:FOR I=S TO S+24:POKE 1,0 

:NEXT'HRYN 

POKE S+5,0:POKE S+6,128 

:POKE S+24,15'GSGN 

POKE S+0,050;POKE S+1,4'ELCL 

POKE S+4,33'CFOK 

FOR J=l TO 3:P0KE 53265,11 

:FOR 1=1 TO 150:NEXT' ITWI 

POKE 53265, 27:FOR 1=1 TO 150:NEXT 

:NEXT J 'GRUI 

POKE 54 296,0'BHCE 

GQSUB 400:GOSUB 200'CHVH 

PRINT" [HOME, DOWNS] ";TAB{25) ; 'CFTD 

PRINT" [RVS] PRESS •Y',"'BABJ 

PRINT" [H0ME,D0WN6] ";TABU5) ; 'CFLE 

PRINT" [RVS] TO PLAY AGAIN, "'BAQL 

PRINT" [H0ME,D0WN7] ";TAB(25) ; 'CFDF 

PRINT" [RVS] 'Q' TO QUIT"'BAeL 

GET A$:IF A$="" THEN 190'EIJI 

IF A$="Y" THEN PRINT" [CLEAR] " 

:GOTO lOO'FGKO 

PRINT" [CLEAR] " :END'CBFM 

REM * ROLL CUBES *'BLQQ 

FOR 1=1 TO 16'DEIX 

X = INT(RND(0)*6) + 1 'FUG 

FP(I,1)=X'BIAY 

X=INT(RND{0)*16)+1'FJHH 

FOR J=l TO I-l 'EESB 

IF FP(J,2)=X THEN 215'DLXH 

NEXT J'BBDY 

FP{I,2)=X'BIBG 

FP(I,3)=I 'BIMC 

NEXT I'BBCF 

RETURN 'BAQB 

REM * DISPLAY CUBES *'BOGS 

FOR 1=1 TO 4:PRINT:X=(I-1}*4+1 

:FOR K=l TO 5 ' LQRH 

PRINT" [SPACE4] "; :FOR J=X TO 

X+3'FGJH 

PRINT A$(S(C{FP(J,3) ,FP(J,1)) ,K))f 

" " ; ' BEVE 

NEXT:PRINT'CBJE 

NEXTiNEXT'CBLA 

RETURN ' BAQE 

REM * SORT CUBES *'BLGS 

FOR 1=15 TO 1 STEP -1 ' FFJC 

REM * PRINT MATRIX *'BNSH 

FOR J=l TO I 'DDEB 

IF FP{J,2)<=FP(J+1, 

2} THEN 435'FSSL 

T1=FP(J,1) :T2=FP(J,2) 

:T3=FP(J,3)'DEAI 

FP(J,1)=FP(J + 1,1) :FP(J,2)=FP(J + 1, 

2) :FP{J,3)=FP(J+1,3) "GWQT 

FP(J+1,1)=T1:FP(J+1,2)=T2 

:FP{J+l,3)=T3'GHOM 

NEXT J'BBDG 

NEXT I'BBCC 

RETURN 'BAQH 

DATA 5,9,5,18,9,5'BMQF 

DATA 9,10,4,20,25,16'BPRL 

DATA 7,22,25,19,12,25'BQXH 

DATA 1,23, 1,11, 24, I'BOFM 



920 
925 
930 
935 
940 
945 
950 
955 
960 
965 
970 
975 
980 
985 



15,21,15,21,15,21'BRKI 
5,11,2,5,14,5 'BNVM 
9,14,9,6,16,9'BNMJ 
4,13,2,8,12,18 'BOTO 
26,13,3,8,19,1S'BPEK 
22,21,3,21,20,21'BQDP 
14, 1,13,1, 12, 1'BOEL 
17,3,7,16,6,25'BOCQ 
5,18,5,6,5,5'BMJL 
4,20,2,7,14,20 'BOLR 
15,10,18,15,14,15'BRQN 
20,H,8,4,19,13'BPRS 
1-5'BJEN 



990 
995 



996 



1000 
1005 



1010 
1015 



1020 
1025 



1030 
1035 



1040 
1045 



DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

REM ****** 
DATA "[RVS,SHFT POUND, SPACE2, 
CMDR *,RVOFF] "," [RVS] [RVOFP, 
SPACE2,RVS] [RVOFF] " , " [RVS ,SPACE4 , 
RVOFF] ","[ RVS, SPACE 3, CMDR *, RVOFF] 
" ," [RVS, SPACE3, RVOFF, SHFT POUND] 
"'BELB 

REM ****** 6-13 'BKGO 
DATA "[RVS] [RVOFF, SPAC E3 ] "," 
[CMDR *, RVS, SPACE2, RVOFF, 
SHFT POUND]"," [RVS, CMDR K, RVOFF, 
CMDR K] "," [SPACES, RVS] [RVOFF]", 
"[RVS] [RVOFF] [RVS, SHFT POUND, 
RVOFF, SHFT POUND] "'BERC 
DATA "[RVS] [SHFT POUND, RVOFF, 
SHFT POUND] "," [RVS, SPACE2, RVOFF, 
SPACE2] " ," [RVS] [RVOFP, CMDR *,RVS, 
CMDR *, RVOFF] "'BCFA 
REM ****** 13-15'BLEU 
DATA "[RVS] [RVOFF] [CMDR *,RVS, 
CMDR *, RVOFF] "," [RVS, CMDR *, 
RVOFF, SPACE2, RVS, SHFT POUND, 
RVOFF] "'BBNF 
REM ****** 16-20'BLDV 
DATA "[RVS] [CMDR *,SHFT POUND] 
[RVOFF] "," [RVS] [RVOFF, CMDR *, 
SHFT POUND, RVS] [RVOFF] "," [RVS , 
CMDR *, RVOFF, SPACE2, RVS] [RVOFF] 
","[RVS] [CMDR *, RVOFF] [RVS] 
[RVOFF] "," [RVS] [RVOFF, CMDR *, 
RVS, CMDR *] [RVOFF] "'BEUO 
REM ****** 21-25'BLEW 
DATA "[RVS] [RVOFF] [CMDR * , RVS ] 

[RVOFF] ","[RVS] [RVOFF, SPACE 2, 
CMDR *]","[CMDR *,RVS] [RVOFF, 
SHFT POUND, RVS] [RVOFF]"," 
[CMDR *, RVS, CMDR *,SHFT POUND, 
RVOFF, SHFT POUND]"," [CMDR *, 
SHFT POUND] "'BEGO 
REM ****** 26-30'BLFX 
DATA " [RVS, SPACE 2, RVOFF] "," 
[RVS, SHFT POUND, RVOFF, SHFT POUND, 
CMDR *, RVS, CMDR *, RVOFF]"," 
[SHFT POUND, SPACE2, CMDR *]"," 
[RVS] [SHFT POUND, CMDR *] [RVOFF] 
" ," [SPACE2, RVS, SHFT POUND, RVOFF, 
SHFT POUND] " 'BEOO 
REfl ****** 31-35 'BLGY 
DATA " [RVS, SHFT POUND, RVOFF, 
SHFT POUND] ","[ RVS, SHFT t^OUND, 
RVOFF, SHFT POUND, SPACE2] ", " [RVS, 



CMDR F,CMDR D, RVOFF] 



" ," [CMDR *, 
Continued on page 128 
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128 MODE 

Creating an 
Arcade Game 
with BASIC 7.0 

Explore the Commodore 128 in its 
powerful native mode. Some of 
the articles in this column may be 
technical, some not so technical 
— but we ^anmtec that they 
will spark your creativity. 

React to this statement: BASIC is for 
mmps, women and children. Now 
react to this statement: BASIC is a power- 
ful high-level language suitable for com- 
mercial software development. 

Okay, I admit, they are extreme state- 
ments, but it is only when we take an idea 
to its extreme that we can truly judge its 
worthiness. When 1 first got a Commodore 
64 I would have agreed with the second 
statement. Then, as I tried to take BASIC 
to its extreme — I wanted to write a fast- 
moving arcade game as good as Pac- 
Man — I decided the first statement was 
true. So I learned machine language and 
concluded it was the only language capa- 
ble of creating a computer game. 

Well, all that wels before two things hap- 
pened: 1) BASIC 7.0 came along, and 2} 
compilers came out for it. Suddenly BA- 
SIC gained some muscle. I wrote a word 
processor in BASIC (with a few machine 
language subroutines) which, when com- 
piled, was very fast. In fad, I am using it 
to write this article. 

Sure, you say, a word processor, but can 
BASIC do the hard stuff like arcade 
games where speed is tantamount to ev- 
eiything else? 

I left that question unresolved until 
now. Starting with this column, we will 
see if indeed BASIC 7.0, er, excuse me, 
compiled BASIC 7.0 is capable of creating 
an arcade game. And guess what game 
are we going to create? A PacMan clone. 
With improvements, naturally. 

You will need a compiler to see the ac- 
companying program, FViszy, run at top 
speeid. 1 recommend BUtz! 128 simply be- 
cause when I did a test run with Abacus' 
BASIC 128 Compikr, I discovered a cou- 
ple problems with the SPRSAV state- 
ments. I will compare Blitz! with BASIC 
128 Compiler in the third (and last) in- 
stallment of this aeries and explain how to 
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get around this problem. 

You will also need to type Frizzy in. Use 
the Magazine Entry Program to help you. 
What you will have after you've typed in 
the first installment is the screen display, 
our main character (FVizzy), the scoring 
mechanism, and the ability to go all over 
the place eating friz fries (dots). The com- 
petitive elements— ghosts, bonus treats, 
lost lives — ^will come next issue. 

Drafting the Code 

Writing Frizzy presented several inter- 
esting challenges. First, I knew that the 
final product would be too long for a single 
magazine issue, so I had to plan carefully 
so that the user would have something at 
the end of the first session that he could 
play with as well as have all the proper re- 
ceptacles in place for installment two to 
plug into. 

Also, I had to try to keep the coding m 
efficient as possible so there would not be 
too much typing for you to do. 

Another challenge wiis to make the 
game an accurate replica of its mother. No 
small challenge indeed. 

Finally, I had to create code that would 
run at the proper speed once compiled. 
WTiat you see happening when you run 
the uncxrmpiled version is not necessarily 
what you'll see when you run it compiled. 

lb accomplish all of the above, I did 
what I rarely do when programming: I 
plannc>d ahead. I have stated in previous 
columns that 1 am not a fan of structured 
programming, but in this case 1 knew it 
liad to be done. So I created an outline just 
like a writer is suppostxi to do (but never 
does). Hera's a simplified reproduction: 
I. Setup 
n. Main Loop 

in. Finish up 



Don't laugh. This simple little processing 
of thought at the begiiming of my pro- 
gramming venture paid off big dividends 

I later Ofcourse, each of these main points 
has a few sub-items. First, let's look at the 
Setup phase. Here's a more elaborate 

I breakdown: 
I. Setup 

A. Variables and other junk (lines 

20-70) 

B. Sprites stuff (fines 75-92) 

C. Screen subroutine at 2800 (line 

100) 

D. Dots subroutine at 3200 {line 110) 

E. Clever programming subroutine 

at 3600 (line 120) 

F. Two more lines of s-tufTdines 

130-140) 
I won't say much about point A, the varia- 
bles, ni discuss the sprite info (point B) in 
the next instalhnent of this series. 

Point C's screen drawing subroutine 
uses BASIC 7.0's versatile BOX state- 
ment to create the display. If you want to 
change colors, fill in boxes, or touch up the 
display in any way, youll need to study 
what's happening in line 2800-2990. A 
big help would be to watch the boxes ixjing 
drawn. Tb do so, take out the FAST state- 
ment in line 20. 

The Dote subroutine (D) draws the ed- 
ible yeUow dote that Frizzy will ingest. If 
you'd like to change the shape fixim sim- 
ple boxes to circles or whatever, do it in 
fine 3820. The placement ofth^e dote 
(there are 256 of them) is determined in 
lines 3210-3260. 

Getting Frizzy to move along the pre- 
scribed rows and columns without run- 
ning through walls or outeide of the 
boundaries was the toughest thing for me 
to program. I spent hours trying different 
routines which would efficiently do that. 
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In machine language, it wouldn't have 
been a big problem. But to do so in BA- 
SIC, even compiled BASIC, it had to be 
coded very carefully or the thing would've 
been way too sluggish. My ultimate solu- 
tion is found partially in the "Clever Pro- 
gramming Subroutine" (jxiint E) at 3600. 
An array — S(x,y) — does the job of telling 
us if FVizzy is allowed to move into the 
next spot on the grid or if a barrier is in 
his way. More on this in a later section. 
Finally, point F simply does some im- 
portant junk that I don't have space to dis- 
cuss here. 

The Main I^oop 

This is where it all happens. Under- 
stand it and you'll understand all. Here 
are the importiuit subdivisions: 

H. Main Loop 

A. Move Frizzy 

B. Move Ghosts 

C. Check for Collisions 

D. Display Bonus TVeats 

E. Keep Score 

The first thing the main loop does in 
line 500 is set up a vaiiable — CC^^ — which 
will cycle from to 3 over and over again. 
Why? For speed. I decided that it wasn't 
nec^sary each time through the loop to 
calculate the score, flash lights on and off, 
offer bonuses, etc. So by using CC to con- 
trol an ON/GOSUB stiilemcnt in line 530, 
the main loop only arcesses the subrou- 
tines for scoring, etc. once every four times 
through. 

Line 510 is a crucial one. It sends us to 
the subroutine at 1000 which checks the 
joystick and moves Frizzy. This is the 
most CPU-consumptive phase of the oper- 
ation, so the coding of it is crucial. I^t's 
jump down to line 1000 and take a look. 

The variable OJ means "old joystick 
value." We need to know what direction 
the joystick was the last time through the 
loop. J becomes our new value. JU means 
'^junction" which will be sot to 1 if Frizzy is 
at one of the junctions on the scrven. 

Line 110: IF J = TlUilN J = OJ simply 
says, if the joystick isn't l)eing pre,ssed, 
let's pretend it's still being pressed in the 
previous direction. 

The subroutine called for at line 1020 
(GOSUB 1200) checks to see if Fmzy is at 
a junction, JU = before we go to this sui> 
routine. If upon returning, JU still equals 
0, then we can rest as,sured that Frizzy is 
not at a junction. 

What are these junctions? They are 8- 
pke! wide intersections on our screen. For 
example, when the program begins, Friz- 
zy is on coordinates X = 172 and Y = 184 



(see line 40), Since these are both divisible 
by 8, it's a junction point. If he would move 
two pixels to the left (X = 170) he would no 
longer be on a junction point. Instead of 
checking every time to see if Frizzy am 
change directions, by using these junc- 
tions we check only every eight times. It's 
faster that way. And by using this tech- 
nique we can be assured that Frizz)' will 
only travel in straight lines on prescribed 
rows. 

As you can see from line 1020, if we re- 
turn fnim the subn)utine and JU -- then 
we're not at an intereection, so we jump 
down to 1110 to re'calculato our XX and 
YY values (XX and YYare- the x and y co- 
ordinates of Frizzy). The important thing 
to note here is that if we are" not on an in- 
t«;rsection, we will simply keop going ex- 
actly as we did the last time. 

Line 1120 is the crucial line that moves 
FiTzzy, M0VSPR1,XX,YY: You may won- 
der why 1 chose to use variables to move 
Frizzy instead of the convenient BASIC 
7.0 relative values (like this: MOVSPR 
1,-1-1, (• 0), The reason is, 1 needed to al- 
ways know what c(«)nlinates F'rizzy is on 
for ciilculations in othei' piirts of the pit*- 
gram, p;uticulai"ly the dot-eating subrou- 
tine. If you're an accomplished BASIC 
programmer, you may wonder why I 
didn't simply use RSPPOS to find out 
those aK)i-dinates whenever I needed 
them. Answer ia that: it's slower 

You may have a thii'd question: why 
didn't 1 use the MOVSPR c^jtimrands that 
will send a sprite off and running without 
further tampering? The problem with 
these commands as well as BUMP and 
COLLISION is that they are just not pre- 
cise enough. You may want to stop a sprite 
on an intersection but bec<iu.se of the vari- 
ance between BASIC and the inteiTupt- 
driven routines that do these things, you'll 
be two, three pixels into the wall before 
the computer yells Crash! For some 
things, these are nice commands but for 
joystick-driven sprites, scratch them off 
your list. 

Okay, back to line 1040, the place where 
we will go if Frizzj' does happen lo be on 
an intersection. Lines 1040 and 1050 set 
up some variables that'll be important lat- 
er. For now, note that ^U = J, our joystick 
value. 

Line 1060 tiikes AJ and uses what I 
consider the most efficient way to convert 
a joystick direction into action: the ON/ 
GOSUB statement. Here's what it looks 
like: 

ON AJ GOSUB 1300. 1360, 1310, 1360, 

1320, 1360, 1330, 1360 
If the joystick was pushed UP the value of 



AJ is 1, Therefore-, line lOfiO will shoot us 
down to a subroutine beginning on line 
13(X). Since we don't want to respond to di- 
agonal joystick presses, if AJ equals 2, 4, 6 
or 8. we do the same thing each time: 
jump to a liETURN (line 1360). You'll no- 
tice that a push to the RIGHT ( AJ = 3) 
sends us to line 1310, DOWN sends us to 
1320, and LEFT to 1330. 

Line 1300 causes Y2 to be a -1. This is 
because we pushed our joystick up and 
that negative 1 is going to be used to move 
Frizzy up the sateen. Lines 1310-1330 do 
the same for the other dire>ctions setting 
eitherX2orY2tolor-l, 

Next we come to line 1340, Here X2 and 
Y2 are added to X and Y, respectively But 
don't confuse X and Y ^vith XX and YY, 
X and Y the result of dividing XX and YY 
by 8 (see line 1050). The puipose of doing 
this is to tell us where Frizj^y ls on the 8- 
pixel by 8-pkel grid. Remember what I 
told you in the "Clever Programming" 
section. The array, S(x,y) tells us at each 
junction if that slot allows Frizzy on it. If 
it's a wall, then S(x,y) will be equal to 0. If 
it isn't, then S(x,y) will equal 1 and Frizzy 
can go there. 

Now we can see why we added X2 and 
Y2 to X and Y, It tells us the slot on the 
grid where Frizzy is heading. When we 
drop to line 1350 we can check if that slot 
is available for Frizzy. If it is, then S(x,y) 
will be true, and tlie rest of the line will 
execute. You will note that BA will be set 
to 1 if all this transpires. 

In brief (Briefl Are you kidding?), we 
will axit from this subroutine with one of 
the following conditions; either BA=0 or 
BA = 1. If it equals 1 we're in luck: we can 
move Frizzy (no boundary in our way). So 
we drop down to 1110 and recalculate 
where* Firay should be and move him. If 
BA = we know that we arc not allowed to 
move thataway so Frizzy must stop. 

Ah, were programming so simple. Actu- 
ally he isn't going to stop just yet. You see, 
all we know at this point is that the joy- 
stick was pushed in a direction that Friz^ 
cannot go. But if you've ever played Pac- 
Man you know that you often will push 
the joystick in the direction you intend to 
go as soon as you reach the next intersec- 
tion. Therefore, we need to see ff Frizzy 
can continue in the same direction, and 
we need to save the latest j«)ystick value 
for when he reaches the next junction. 

The IF/THEN BEGIN/BEND structure 
starting on line 1070 does id I that. Study * 
it to see how. 

Phew! Double phew! Obviously, I cannot 
explain every nuance, every variable and 
every twist and turn of the code. But 1 I 
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hope this explanation whets your interest 
in both Frizzy the Game and Frizzy the 
Concept. And what is Frizzy the Concept? 
If 8 just this: that you can produce fast, 
professional programs in BASIC with the 
aid of a compiler. 



Of course, the program isn't quite fin- 
ished. We still need the ghosts. Next time 
we'll put those poltergeists on Fri2:Q''s tail. 
And we will analyze more code. Or maybe 
you can do them on your own before next 
time. 

In installment #3 I'll give you some 



Before t)l>ing Ihh program, tcad How lo Enitr Ptugriras" ind "Ho*' tu I'sc ihc Migijidt 
Enuy Program." The BASIC programs in this magazine arc available on ilMi from Loadstar. 
P.O. Bra 30008, Shrtvepott, lA 7[130.0<»7. 1 800.831.2694. 



10 
20 

30 
40 

50 
60 



'BBJE 



Frizzy 

REM SETUP 'BFGY 

FAST'BBJY 

DIM S(39,28) ,D(34,20) ,SU$(1,1) 

SPRITE 1,1,3:XX=172:YY=184 

;MOVSPR 1,XX,YY'EC0J 

Z$="000000":LC$=CHR$(14) :TM=1' EOWI 

EE{l)=7371:EEi2)=7404:EE(3)=7891 

:EE{4) =7924' EOBM 



70 COLOR 0,1: COLOR 4,1: COLOR 1,7 



75 



80 



90 
92 



100 
110 
120 

130 



SGRAPHIC 1,1'EPDJ 

FOR T=0 TO 63:POKE 3584+T, ; NEXT 
:FOR T=2 TO 8;SPRSAV 1 , T;NEXT ' LXJU 
FOR 1 = TO 3: FOR T==2i TO 56: READ A$ 
:PDKE 3584+(I*64)+T,DEC (A$) :NEXT 
:NEXT'OFET 

SPRSAV 1,PM$:SU=1'CKVI 
SPRSAV 1,A5:SU$(0,1)=A$:SPRSAV 2,A$ 
:SU${0,0)=A$:SPRSAV 3,A$ 
:SU$(1,1)=A$:SPRSAV 4, AS 
:SU$(1,0)=A$'IRWB 
GOSUB 2800: REM DRAW SCREEN 'CPOA 

DRAW DOTS'CNFA 

SETUP 



140 
490 
500 
510 
520 
530 

540 



550 


560 


580 


590 


990 


1000 


1010 


1020 


1030 


1040 


1050 


1060 


1070 



GOSUB 3200: REM 

GOSUB 3600:REM 

JUNCTIONS'CTID 

X1=-1:Y1=0:J=7:LI=2:R=0 

:FOR T=l TO 4:DD{T)=EE(T) 

:NEXT'LIZN 

COLOR 1,1: SLOW CFKB 

REM MAIN LOOP'BIMJ 

DO:CC= (CC+1) AND 3'EJPD 

GOSUB 1000: REM MOVE PACMAN'CPDE 

GOSUB 1500: REM MOVE GHOST 'COPF 

ON CC+1 GOSUB 2000,2200,2600, 

2200'DWVI 

REM FLSH,COLL,CHRY, 

COLL'BTBI 

IF R THEN EXIT'DBMG 

LOOP'BAKF 

IF LI THEN GOSUB 3400:R=0 

:GOTO 130'FNXM 

END 'BAG I 

REM MOVE MAN'BHLO 

OJ=J: J=JOY (2) : JU=0'EMPX 

IF J=0 THEN J=OJ'EFRW 

GOSUB 1200: IF JU=0 THEN 1110 'EMAA 

REM CHECK IF BARRIER FOR NEXT 

MOVE'BAXD 

AJ=J:BA=0'CHMA 

X=XX/8:Y=YY/8:X2=0:Y2=0'GRYG 

ON AJ GOSUB 1300,1360,1310,1360, 

13 20, 1360, 13 3 0,1 360 'CQBI 

IF BA=0 THEN BEGIN' EEWD 



1080 

1090 
1100 
1110 
1120 
1130 
1190 
1200 
1210 
1220 
1290 
1300 
1310 
1320 
1330 
1340 
1350 



1360 
1490 
1500 
1990 
2000 
2010 

2020 

2030 
2190 
2200 

2210 
2220 



2230 
2240 
2250 
2260 
2270 

2280 
2290 
2300 
2390 
2400 
2410 
2420 



2430 

2590 
2600 
2790 
2800 



statistics on just how much faster compil- 
ing this program makes it run. And well 
look at the wonderful world of machine- 
language subroutines. 

Is BASIC a sissy language? No way, 
muchacho. (Flex. . .Hold. . .Release). 

Hasta luego. Qj 



=BJ 



IF AJOBJ THEN AJ = 

:GOTO 1050'GNEH 

GOTO 1130'BECD 

BEND'BBXU 

XX=XX+X1 : YY=YY-FY1 ' ENAB 

MOVSPR 1,XX,YY'BINX 

RETURN 'BAQW 

REM JUNCTION CHECK'BNLH 

IF XX AND 7 THEN RETURN ' EDKX 

IF YY AND 7 THEN RETURN "EDMY 

JU=1:RETURN'CEXY 

REM BARRIER CHECK 'BMSH 

Y2=-1:G0T0 1340'DINY 

X2=1:G0T0 1340'CIWY 

Y2=1:G0T0 1340'CIXA 

X2=-1'CDYB 

X=X+X2: Y=Y+y2 ' EJEF 

IF S(X,Y)THEN X1=X2*2 : Y1=Y2*2 

:Ba=AJ:BA=l:IF X2 THEN SV=X2 

:IF SV=-1 THEN SV=0'QPYV 

RETURN 'BAgC 

REM MOVE GHOSTS 'BKHJ 

RETURN 'BAQX 

REM FLASHDOTS 'BJEO 

TM=XOR(TM,10) 'CKRW 

FOR T=l TO 4:P0KE DD(T),TM 

:NEXT'FNXB 

SU=X0R(SU,1) :A$=SU? (SV,SU) 

:SPRSAV A$,1'EDDF 

RETURN 'BAQW 

REM COLLISIONS 'BKQH 

PP=7168+INT( (XX-14)/8)+INT{ 

(YY-35)/8)*40'KBLI 
GR=PEEK(PP) 'CGDY 

IF GR=112 THEN POKE PP , : PO=PO+10 

:P=P+1:S0UND 1,30000,2 

:GOTO 2400 'KKNM 

IF GR AND 15 THEN BEGIN'EFUC 
FOR T=l TO 4'DDSC 

IF DD(T)=PP THEN CD (T) =252 ' EPPH 

NEXT'BAEC 

POKE PP,0:PO=PO+100 

:SOUND 1,5000,10'EWLK 

GOTO 2400'BEDF 

BEND'BBXG 

RETURN 'BAQW 

REM SCORE' BFLI 

IF P=256 THEN R=1'EGGC 

REM IFGH0STTHENR=1 ;LIFE=LI-1 ' BYCG 

COLOR 1,2: CHAR 1,4,1, 

RIGHT? {Z$+MID$(STR$(PO) ,2) , 

6) 'GYWJ 

RETURN 'BAQB 

REM CHERRIES 'BICK 

RETURN 'BAQA 

REM DRAW SCREEN'BKYN 

COLOR 0,1:COLOR 4,1 
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:COLOR 1,7'DLSG 


3610 


DO: READ X,Z:X=X-1:Z=Z-1 


2810 


GRAPHIC 1,1;WIDTH 2'CGQF 




:IF X=-l THEN EXIT'LPNN 


2820 


BOX 1,15,17,305,188 


3620 


FOR T=X TO Z:S (T,Y) =1:NEXT'FMAJ 




:BOX 1,19,20,301,185'CGTL 


3630 


LOOP 'BAKE 


2830 


BOX 1,157, 20, 163, 44'BPTI 


3640 


NEXT'BAEF 


2840 


BOX 1,117,57,203,60 


3660 


REM ACROSS JUNCTIONS ' BPXM 




:BOX 1,157, 50, 163, 76'CGYN 


3670 


FOR 1=1 TO 5:READ X'EFIL 


2850 


BOX 1,117,89,203,108 


3680 


DO:READ Y,Z:Y=Y-1:IF Y=-l THEN 




:BOX 1,125, 92, 195, 105'CIUP 




EXIT' JLSS 


2860 


BOX 1,117,121,203,124 


3690 


FOR T=Y TO Z-1:S(X,T)=1 




:BOX 1,157, 124, 163, 140'CKVQ 




:S (43-X,T) =1:NEXT' IXKU 


2870 


BOX 1,117,153,203,156 


3700 


LOOP'BAKC 




:BOX 1,157, 156, 163, 172'CKQR 


3710 


NEXT'BAED 


2880 


FOR T=l TO 16:READ X , Y , XI , y 1 ' EODP 


3720 


RETURN 'BAQE 


2890 


BOX 1,X, Y,X1,Y1:B0X 1,320-X,Y, 


4990 


REM SPRITE DATA'BKCR 




320-Xl,Yl'EEWU 


5000 


DATA 00,19,60'BILY 


2900 


NEXT'BAED 


5010 


DATA 00,6A,D8,00,97,68,00,1F'BXFD 


2920 


COLOR 1,4:B0X 1,145,89,173, 


5020 


DATA D0,00,35,B8,00,1F,E8,00'BXHE 




92'CTHK 


5030 


DATA FF,F0,07,FF,E0,07,E3,D0'BXPF 


2930 


FOR T=l TO 3:READ X, Y , XI , Yl ' ENBL 


5040 


DATA 00, IF, 60, 00, 00, F0, 00,01, 


2940 


BOX 0,X,Y,X1, Y1:B0X 0,320-X,Y, 




FS'BBXG 




320-Xl,Yl' EEUQ 


5060 


DATA 00,0C,90'BIXF 


2950 


NEXT'BAEI 


5070 


DATA 00,0A,A8,00,1F,D0,07,FB'BXIJ 


2960 


COLOR 1,5:CHAR 1,3,0,LC5+" 


5080 


DATA E0,00,7E,D8,00,07,F0,00'BXHK 




[SHFT P] LAYER 1 [SPACE4 , SHFT H] 


5090 


DATA 07,C8,00,07,E0,00,07,D8'BXYL 




IGH [SHFT SjCORE [SPACE4,SHFT P] 


5100 


DATA 00,0F,60,07,FC,F0,00,01, 




LAYER 2"'DNyY 




FS'BBUD 


2970 


CHAR 1,3, 5, "[SHFT Q]",l 


5120 


DATA 01,A6,00'BITC 




:CHAR 1,36,5," [SHFT Q]",1'CSYQ 


5130 


DATA 06,D5,80,0 5,BA,40,02,FE'BXEG 


2980 


CHAR 1,3,18, " [SHFT Q]",l 


5140 


DATA 00,07, 6B,00,05,FE, 00,03 'BXJH 




:CHAR 1,36, 18, "[SHFT Q]",1'CUWS 


5150 


DATA FF,C0,01,FF,F8,02,F1,F8'BXTI 


2990 


RETURN 'BAQM 


5160 


DATA 01, BE, 00, 03, C0, 00, 07, E0, 


3190 


REM DRAW DOTS'BIVH 




'BYKJ 


3200 


COLOR 1,8'BDXX 


5180 


DATA 02,4C,00'BIUI 


3210 


FOR T=l TO 34;D(T,1) =1:D(T,4)=1 


5190 


DATA 05,54,00,02,FE,00,01,F7'BXQM 




:D(T,6}=1:D(T,14)=1:D(T,16)=1 


5200 


DATA F8,06,DF,80,03,F8,00,04'BXYB j 




:D(T,20) =1:NEXT' KGPQ 


5210 


DATA F8,00,01,F8,00,06,F8,00'BXYF 


3220 


RESTORE 5370 'BEPA 


5220 


DATA 01,BC,00,03,CF,F8,07,E0, 


3230 


FOR T=l TO 32:READ X,Y:D(X,Y)=1 




'BYKG 




:NEXT'GRTH 


5240 


REM BOX DATA'BHUF 


3240 


FOR T=l TO 20:READ X,Y:D(X,Y)=0 


5250 


DATA 37,33,67,44, 37,57,67, 




:NEXT'GRPI 




60'BXFJ 


3250 


FOR T=7 TO 13:D(7,T)=1:D(28,T)=1 


5260 


DATA 15,73,67,92, 15,76,63, 




iNEXT'GWJK 




89'BXMK 


3260 


FOR T=l TO 34:D(T,18)=D(T,6) 


5270 


DATA 15,105,67,124, 15,108,63, 




:NEXT'FTBK 




121'BCDL 


3270 


FOR 1=1 TO 20:FOR T=l TO 34'GJAJ 


5280 


DATA 37,137,67,140, 61,140,67, 


3280 


IF D(T,I)>0 THEN BOX 1,19+T*8, 




156'BCTM 




18+1*8, 21+T*8, 19+1*8 'MOST 


5290 


DATA 19,153,43,156'BNNL 


3290 


NEXT: NEXT 'CBLH 


5300 


DATA 37,169,139,172, 85,153,99, | 


3300 


RETURN'BAQX 




169'BDQG ! 


3390 


REM DOT COLOR RESET'BNTL 


5310 


DATA 85,105,99,124'BNTE 


3400 


FAST:P=0:COLOR 1,8'DISD 


5320 


DATA 85,57,99,92, 99,73,139, 


3410 


FOR 1=1 TO 20:FOR T=l TO 34'GJAF 




76'BYHH 


3420 


IF D(T,I)THEN DRAW 1,19+T*8, 


5330 


DATA 85,137,139,140, 85,33,139, 




18+I*8'HRMJ 




44'BCAI 


3430 


NEXT:NEXT'CBLD 


5340 


DATA 15,93,19,104, 15,77,19,88, 


3440 


SPRITE 1,1,3:XX=172:YY=184 




15,109,19,120'BNBL 




:MOVSPR 1,XX,YY'EC0M 


5360 


REM DOT DATA'BHSI 


3450 


COLOR 1,1'BDQF 


5370 


DATA 1,2,7,2,16,2,19,2,28,2,34, 


3460 


SLOW'BBKG 




2 ' BCGM 


3470 


RETURN 'BAQG 


5380 


DATA 7,3,16,3,19,3,28,3'BSTL 


3590 


REM DOWN JUNCTIONS 'BNGN 


5390 


DATA 1,5,7,5,11,5,24,5,28,5,34, 


3600 


FOR 1=1 TO 10:READ Y ' EGDE 




5'BCPO 
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5400 DATA 1,15,7,15,16,15,19,15,28,15, 

34,15'BIMH 
5410 DATA 4,17,7,17,11,17,24,17,28,17, 

31,17'BIPI 
5420 DATA 1 , 19 , 16 , 19 , 19 , 19 , 34 , 19 ' BWYH 
5430 DATA 8,6,9,6,10,6,17,5,18,6,25,6, 

26,6,2 7,6'BMLL 
5440 DATA 1,16,2,16,5,16,6,16,29,16, 

30,16,33,16,34,16'BSIN 
5450 DATA 17 , 14 , 18 , 14 ' BLLI 
5460 DATA 17 , 1 , 18 , 1 ' BJHJ 
5480 REM DOWN JUNCTION DATA'BQyO 
5490 DATA 8, 6 , 21, 24 , 39 , , ' BOUN 
5500 DATA 11, 6,39,, 'BJEE 
5510 DATA 13, 6,12,16,21,24,29,33,39,, 

'SCO I 
5520 DATA 15, 16,29,, 'BKGG 
5530 DATA 17, 6 , 16 , 29 , 39, , ' BPCI 
5540 DATA 19, 16,29,, 'BKKI 
5550 DATA 21, 6 , 21 , 24 , 39 , , ' BPNK 
5560 DATA 23, 6, 9 , 12 , 33 , 36 , 39 , , ' BU JM 
5570 DATA 25, 5,12,16,21,24,29,33,39,, 

'BCRO 
5580 DATA 27, 6,39,, 'BJLM 
5600 REM ACROSS JUNCTION DATA'BSVI 
5610 DATA 5, 9 , 14 , 22 , 24 , 26, 28 , , ' BUGI 
5620 DATA 8, 24,26,, 'BJGH 
5630 DATA 11, 9,26,,"BJDI 
5640 DATA 15, 12 , 14 , 16 , 22 , 24 , 26 , , ' BWTL 
5650 DATA 20, 9,12,14,16,22,24,26,28,, 

'BCKN END' 



Projects/ Synchranicity- 

Continued from pane S2 



Listing 

CLS: LOCATE 7,25 

PRINT "Menu" 

PRIHT " 1( Set EKG Ptequency " 

PRINT " 21 Set Time" 

PRINT " 3) Run" 

PRINT " 41 Quit" 

PBIHT! PRINT "Enter Selection (1-4)" 

INPUT a 

OH a GOTO BEG, pt line, start, pEMD 
BBG: 

CLSjCOCATE 7,30 
PRINT " EEG Menu" : PRINT 
PRINT "I) neU.l " 
PRINT "Z) Theta" 
PRINT "3) Alpha" 
PRINT "4) Seta" 
PRINT SPRINT "Enter Choice (1-4)" 
INPUT a 

IF a- I TKKN b'3 
IF a"2 THEN b-6 
IF a- J THEN b-9 
IF a-4 THEN b"12 
IP n<l OS .1>4 THEN EEG 
GOTO mmonu 
pt ime: 

CLSSLOCATE 7,30: PRINT "SoC Time El.ipse" : PHI NT 
PRINT "Enter number af minutes program to run," 
INPUT t'! IF t<0 THEN ptline 
GOTO mntenu 
start: 

CLS; LOCATE 7,7: 

PRINT " At this pnlnt you may shrink; this window" 
PRINT "using the gadget in the lower right hand corner" 
PRINT "and open another window, or use the bad! gadget " 
PHINT "in the upper right to get back to an opened uindou 
IF b-0 THEN b-9 :HEM dolsult to alpha 
St - t'lOO 
Btlmer - TIMER * at 

WHILE TIMER < stjmer 
3dl-638.25s REK lat note value 
SOUND 3dl,30,255,2 ! SOUND sdl+b , 30 , 255, 3 
HEND 
GOTO mmenu 
pENO: 
CLS : END 



ATTENTION 

ALL COMMODORE 64/64C, 

COMMODORE 128/128D 

AND AMIGA OWNERS 



A complete self-tutoring BASIC programming course is 
available that starts with turning your computer on, to 
programming just about anything you want! This course 
is currently used in both High School and Adult Evening 
Education classes and has also (ormed the basis of tea- 
cher literacy programs. Written by a teacher, who after 
having taught the course several times, has put together 
one of the finest programming courses available today. 
This complete course of over 220 pages is now available 
for the COMMODORE 64/64C, COMMODORE 128/ 
128D and the AMIGA 500/1000/2000 computers. This 
course will take you step by step through a discovery 
approach to programming and you can do it all in your 
leisure time! The lessons are filled with examples and 
easy to understand explanations as well as many pro- 
grams for you to make up. At the end of each lesson is 
a test of the information presented. Furthermore, ALL 
answers are supplied to all the questions and programs, 
including the answers to the tests. Follow this course 
step by step, lesson by lesson, and turn yourself into a 
real programmer! You won't be disappointed! We will 
send this COMPLETE course to you at once for just 
$21 .95 plus $3.00 for shipping and handling. If you do 
not think that this is the best self-tutoring course 
you have yet come across, then just send the 
course back to us within 10 days of receipt for the 
FULL $24.95 refund. That is our written guaran- 
tee. 



C 



FOLLOW-UP COURSE 



] 



Also available, a 200 page course exclusively on 
sequential and relative files using a unique approach for 
those with very limited file programming experience. Set 
up your own personal and business records! - same 
author - same guarantee - same cost. 
Fill in the coupon or send a facsimile. 



NAME: 



CO 



ADDRESS: 
CITY: 



STATE/PROV: 



CODE: 



I desire the BASIC programming course Q 

I desire the FOLLOW-UP course on file handling D 

The computer that the course is needed for: 

COMMODORE 64/64C D COMMODORE 128/12800 

AMIGA 500 n AMIGA 1000 Q AMIGA 2O0O Q 

Send cheque or money order {in the currency of your 
country) for just S24.95 to: 

Brantford Educational Services 

222 Portage Road 6 Pioneer Place 

P.O. Box 1327 or Brantford, Ontario 

Lewiston, New York 14092 N3R 70? 

Fax: (519)759-7882 Telex; 061-81260 
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Gold Mine' 

Conlinued from page 14 

Fist H: You have probably heard a soft beep while plajing this 
game. I found out that if you hear it, it means you are going the 
right way to finding the Warlord. 
Skve Wahr 
Marietta, GA 

Flight Simulator II: li Simulator tries to access the disk drive 
as you are changing disks or when you have the drive turned off, 
the program locks up. You can get out of this situation by insert- 
ing the main disk or a scenery disk, then closing the door on the 
drive. T\im the drive off and on until you get a message screen, 
then follow the prompt. You'l! be back in Flight mode on your 
correct heading and couree, 
Paul Kelley 
Greeiisburg, PA 

Frantic Freddie: On the first level, pusli up when the game be- 
gins. Tliis will put you on the second floor without the aid of a 
ladder. 

Jamie & Scott Jones 
Trafford, PA 

GBA Basketball Tvvo-on-Two: lb block eveiy shot the computer 
takes, position yourself under the basket and jump up for a re- 
bound when the ball is a!x)ut to hit the rim. You will actually 
"steal" the ball before it goes in. This will work all the time if 
you time it right. 
Matt Cusack 
Chester, NJ 

The Hobhit: lb escape the Goblin's Dungeon, you need to have 
Thorin or Gandalf in there with you. Now say to Thorin or Gan- 
daff: Cany Me, then Open Window, then West. 

What you do to escape the Elven Dungeon and Wine Cellar 
depends on what and whom you have with you. lb get out of the 
Dungeon, wait until the Butler opens the door Get out right 
away or hell close it again. 

It's tougher to get out of the wine cellar. If the Butlers alive 
and you're wearing the Ring, wait until he throws a barrel 
through the trapdoor, then jump onto the barrel. 

If Thorin is with you or you don't have the Ring, you first have 
to kill the butler and open the trapdoor. Then you have to say to 
Thorin; Cany Barrel, Throw Barrel Thru fVapdoor, Jump Chito 
Barrel. Then you can throw your own barrel through the trap 
door <md jump onto it. 
Kevin WaL^h 
Hopkinlon, MA 

Infiltrator: If the enemy aircraft passes your own craft on the 
left, it is almost guaranteed that the enemy will be your friend. 
If it passes on the right, it will be an Overlord. 
Scott Cmughwell 
Simi Valley, CA 

Jcopsutly: If you have a wealthy champion saved to the disk, 
make a back-up copy of the frant side of the disk. If you have a 
had game and lose your championship, you won't lose every- 
thing and have to start over firom scratch. 
Jason McFarland 
Richmond, IN 



Karateka: During the game you may be encountering more 
men than you have to. For exiunple, when walking outside the 
building, you will usually meet sLx men. If you run, you meet 
only three! Conclusion; nm as much as possible. 
Doug Cross 
Selkrsburg, IN 

The Last Ninja: lb get past the Dragon throw the smoke bomb 
right under him. With practice youll hit and he'll cripple down. 
Michael Epntein 
Stony Bmok, NY 

Mail Order Moasters: For a Morph that can destroy Morphs at 
intermediate level, select a Lyonbear with these traits: Armor4, 
Strength4, Speed-7, Life-130, Mind-$. These traits will cost 360 
Pychons. Then get a Grenade with 100 Rounds, which will cost 
160 Psychons. 
Thny Heyden 
Addivsa Unknown 

Maniac Mansion: In Weird Ed's room, there are a couple of help- 
ful things that can be done. First, Weird Ed hid his Eather's Card 
Key under his beloved Hamster You have to pick up the Ham- 
ster to get it though. Second, if you open the Piggy Bank you can 
get at Weird Ed's dimes. Make sure Weird Ed is not in the room 
when you do either of these! 
Aaron Maupin 
Fresno, OH 

Maniac Mansion: Tb get out of the Dungeon without the Rusty 
Key, push the loose brick under the left barred window. Be sure 
to have someone by the door ready to run out. It is easier to do 
this if you use the Fl, F2 and F3 keys to switch between kids, 
Aaron Maupin 
Fresno, OH 

NBA Basketball: Need a good shooting and aggressive team? 
Choose the 1965-66 Philadelphia '76ers and substitute Cham- 
berlain for every position. With Chamberlain at eveiy spot, 
you're sure to win. 
Doug Hala 
Thledo, I A 

Racing Destruction Set: Tb beat the computer during a destruc- 
tion match, go to the options menu and modify the computer's 
car. Give him fewer oil slicks, land mines, etc. 
Scott Jones 
Trafford, PA 

Rambo: Do tliis only on a backup. Load the program, but before 
typing RUN, type the following: 

POKE 6099,173 By doing that, Rambo will never lose any en- 
ei^. (Note; you won't be able to restart the game unless you 
turn off the computer and reload.) 
David Trunng 
Falls Churvh, VA 

Seven Cities of Gold: Remember that food is bought and bar- 
tered in relation the the number of men in your part}'. Decide on 
the number of men you want first, tlien how many weeks food 
you want. 
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Gold Mine 

Don't underestimate native communications. Some towns can 
spread word of your activities to cities you haven't yet visited, 
Steuen Gabaris 
Fhashing, NY 

Sk>fox II: A way to find out where you are in the game fin case 
you are lost!) is to, first type "L" to display your grid coordinates. 
Then type "0" to show the overview map. Move the cursor so 
that the coordinate on the map each match up to the first two 
digits of the coordinates at the bottom of the screen, and presto! 
the cursor on the map will show your position in space! 
George Mantis 
West Hempstead, NY 

Space Harrier: When the flying dragon appears at the end of 
the first stage, keep firing at its head. Don't worry about getting 
killed. Since time stops when you get killed, you can make it to 
the next stage with about five seconds of time. After that you 
have all your lives. 
Juan R(>driguez 
Abington, PA 

Tag Team Wrestling: Tb beat the computer in less than a min- 
ute, either dropkick to outside of ring, then give back-to-back 
draps until 18 seconds, then get in the ring to get computer 
counted out; or in the ring, neck hang the computer many times 
until he gives up. These metliods have taken me to round 37, 
Super Champ and beyond. 
Tony Heydon 
Address Unknown 

TNK III: Find an "L" as soon as possible. When you have one, 
creep slowly forward and watch for men or tanks. Ease into 
alignment with them where they are half on screen, half off. 
Here you can destroy them before they can shoot you. Approach 
bunkers ofi" center to avoid their shots. If you're low on energy 
(or you're chicken), go as far downward as possible when you 
spot a threat. It will mysteriously have vanished! Ram the rail 
gun if you didn't get an "L." It's hopeless otherwise. 
Matt Mclain 
Walterbom, SC 

Tass Times in Tone Town; When you get to the gate guarded by 
the nose and eye creatures, you must throw a mushroom (not 
pictured on the screen) at the eye to get through the gate. 
Doug Cross 
Selkrsburg, IN 

Ultima IV: lb find the sextant go to the Village of Vesper (or 
Buccaneers Den at J'O I'T'), go to the gild and ask for item "D" 
(which won't appear on the list of items). The thief will inform 
you that he has one more sextant, and will sell it to you for 900 
gold pieces (better sharpen that sword and mend that bow)! The 
sextant is well worth the price. 
Andrew Zeitoun 
Scarborough, Ontario 
Canada 

Winter Games: If you have TVack/Sector Editor you can change 
the name of the countries by going to 'Mck 16, Sectors 13, 15, 
and 17. lb change the world reojrds you have to go to Track 18, 
Sector 13. 



I recommend making these changes on a back-up copy of your 
disk to avoid damage to the game. 
Juan Daniel Reich 
Santiago, Chile 

Wizard: On the first screen of the expert level, get a key and 
eliminate all the snowballs. Then climb up one of the farthest 
ladders on the outside; line up the middle of your body with the 
treasure that is sitting on the ledge surrounded with skulls. 
Shoot a magic mi^ile, which will kill the snowball by the trea- 
sure (you can't see it because it is black). 

Go to the center ladders and jump toward the treasure. Your 
score will keep increasing and won't stop until you move. I once 
had over ten thousand wizards. 
Adrian Ali 
Bradford, Ontario 
Canada 

Wizard's Crown: Having trouble finding that special weapon or 
armor? Try this: In the second zone on the west side of the old 
city there is a small pateh of woods populated by some very 
mean white rabbits. This woodland is called the field of bones. 
After defeating the rabbits, save the gtrnie and exit camp. 
Searching the area will now turn up a number of items. 

If you don't see what you are looking for, reboot and search 
again. Keep doing this until you find what you need. Note: Sev- 
eral monster types in this game have a special weakness. The 
rabbits' is magic weapons, 
James Jackson 
Chicago, IL 

Worid Games: In Barrel Jumping, it's best to obtain speed as 
quickly as possible. Tb do this, I move left and right as fast as I 
can. When I get to the flag marker, I press the fire button and 
move the joystick to the upper-right-hand position. 

It's better to start jumping after the flag than before or right 
at it, I tried thLs method and jumped 18 barrels. 
Eric Chan 
DaUas. TX 

Worid Karate Championship: Here's how to beat the computer. 
Face to the left, (white player). When the computer approaches, 
flip over him. Finish him off, Wateh out for his low kick and high 
punch, 

Omar Salinas 
Address Unknown 

Yie Ar Kung-Fu: Tb easily get by the first three enemies, contin- 
ually hold the button down and the joystick up. This will acti- 
vate the flying kick and defeat Buchu, Star and Nuncha, It may 
also earn you an extra life or two. 
DougHala 
Tokdo,IA 



Zork II: lb get the key to open the door in the Tiny Room, put 
the mat under the door and push the letter o|)ener into the lock. 
This will make the key fall out of the other side of the lock onto 
the mat. Just pull the mat out from under the door, and you wiU 
have the key, 
JeffT. Henson 
Mayflower, AZ 
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Continued from page 35 

The people at Progressive Peripherals & 
Software said not so. It is their opinion 
(and after comparing the two progrdms 1 
agree), that DiakMaster is a superior util- 
ity program which will appeal to one 
group of Amiga usere while CUmate will 
appeal to another. 

As you would expect, both programs 
have many identical file manipulating 
features like: copy, move, delete, read, 
print, rename, show .IFF file, etc. But 
DiskMaster doesn't stop there. The pro- 
gram opens with an impressive 21-option 
tool box as well as dual work windows and 
two pull-down menus. And the program 
automatically adjusts to support whatever 
devices you have attached to your system 
(floppy or hard disk drives and RAM:) up 
to a total of six. But ifthat isn't enough, 
you can define and add six other devices 
(giving a total of 12). 

The program also includes what ap- 
pears to be a single command gadget, but 
when this gadget is selected with the right 
mouse button, it reveals a total of six user- 
definable commands. Using this option 
you can install your most often used C: di- 
rectory commands, like RUN, EX- 
ECUTE, ED, etc. This flexible program 
design means each user can customize 
DiskMaster to respond according to his or 
her pei-sonal needs, and not just to those 
envisioned by the progriim's creator. 

Because many of DLfkMastei^s features 
are programmable (although many users 
vrill like it just as it comes Irom the box), 
changes must be saved to disk, ff you in- 
stall DiskMaster on another disk (Work- 
bench or your hard drive's system disk), 
the program will save and use this infor- 
mation in a small configuration file. The 
advantage of this amyigement is that the 
program does not have to conform to your 
system's Prefierences settings. For in- 
stance, I use DiskMaster with a black, hi- 
res screen and tiny characters, so I can 
view and operate on more files without 
having to scroll the screen. But my nor- 
mal Workbench screen uses the default to- 
paz font and 80 columns. The ability to 
use tiny characters and a hi-res screen al- 
lows me to view up to 70 files (perfect for 
hard drive users) and show information 
including the file's name, size, creation 
date, protection settings and comments. 

If you own a version of the public do- 
main ARC and UN ARC programs (used 
primarily for packing and unpacking sev- 
eral files for quick transmission \na tele- 
communication .software), DL-ikMaster in- 
cludes options to let you install it in your 



C: directory and then ARC and extract 
files by simply highlighting them and se- 
lecting the proper option from a pull-down 
menu. 

The program is ready for both 1.3 and 
1.4 versions of Amiga DOS which will im- 
plement the full airay of file protection 
schema including "A"rchive, "ll"ead, 
"Write, "E"xecute and 'T)"elete. Tb take 
advantage of this feature you simple tog- 
gle the protection flag on a file on or off, by 
first highlighting the file and then click- 
ing on the protect gadget, lb reverse the 
procedure just select and adjust the pro- 
tection pattern (simply point and click), 
highlight the file again and click on the 
"protect" gadget again. 

Other than allowing you to manage 
files, DiskMaster also lets you examine 
them. The program's routine for letting 
you view a file is the most powerful I've 
seen (including WordPerfecfs own LOOK 
command). It lets you not only view the 
file, but also scroll through it (in any di- 
rection) by simply pressing the mouse in 
any direction. This means you don't have 
to start over if the section of the file you 
want to see scrolls out of view. The pro- 
gram includes flexible print commands 
too. 

Graphic collectors will love the pro- 
gram's powerful IFF file viewing options. 
First, to view a file all you need do is high- 
light the file (you may select a whole disk 
at a time if you wish) and then click on the 
"ShowPic" gadget. The image will remain 
until you click the mouse again. If you se- 
lected more than one file to view, the next 
one wfll automatically load and appear. 
This feature would be perfect for showing 
user group art galleries as well as slide 
shows for business presentations. And if 
that weren't enough, you can press the "F' 
key wMle an image is displayed, and the 
program will dump it to your printer 

One last note — a musical one. DiskMas- 
ter will play back most sound files. So (just 
like aillectors of graphics) music lovers 
can have the program select a menu full 
of sound files and then play each in se- 
quence, turning an Amiga into a stereo 
sound machine. 

Conclusion 

I depended on CUmate for a year before 
DiskMaster was released, and during that 
year was never disappointed with its pow- 
er or controls. I considered it the perfect 
workmate for my disk'fde handling needs. 
And although I have now replaced it with 
DiskMaster, I still consider it an excellent 
DOS utility. 



I couldn't imagine facing my DOS 
chores without the assistance of one or the 
other of these. I find myself examining, 
moving, duplicating, deleting or printing 
some sort of file almost hourly (between 
two floppy and two hard disks drives). I 
never realized how dependent I had be 
cxime upon CUmate's help until a two- 
week period when I was forced (because of 
a change in work locations) to work with- 
out it. After growing so dependent upon it, 
I never imagined parting with it. But 
DiskMaster changed my mind. During the 
year since I installed CUmate, both my 
needs and knowledge of the Amiga's filing 
system have increased. I have become less 
dependent upon Workbench's protective 
shell and like to dig deeper into file struc- 
ture. 

So for my present needs, DiskMaster is 
better. One impressive feature I like is the 
ability to define, store and issue the specif- 
ic DOS commands I use most often. And 
unlike CUmate, it also lets me define the 
screen's display colors, font size and screen 
resolution (independent of those set in 
Preferences), so more files and informa- 
tion can be compared at a glance. I also 
like DiskMaster's flexible printout options 
better than CUmnie's. 

1 see CUmate as the logical DOS utility 
choice for the first time or casual user and 
DiskMaster as the choice for the power 
user. CUmate's intuitive design makes it 
so easy to use I never had to open the 
manual to master it. But because Disk- 
Master can be custonuzed to suit individ- 
ual needs it is a little more complicated 
and will require some reading and experi- 
mentation to master, ]i DiskMaster had 
not come along, I'm sure I would have 
gone merrily along with CUmate for 
years. But now I use DiskMaster ahnost 
exclusively, although I keep a copy of both 
on my hard drive. 

Which is better for you depends entirely 
upon how deep you want to dig into your 
disk files. It is always nice to have a choice 
(even if it may be difficult to decide), but 
what makes this choice unusual is that 
both programs come from the same com- 
pany, Progressive Peripherals and Soft- 
ware. Apparently they too think different 
users will be attracted to the two pro- 
grams for different reasons. 

In short, there may be Workbench/CLI 
utility bridges on the market which are 
better than these two, but I haven't seen 
them. And regardless which one you 
choose for yourself, you will appreciate the 
power it enables and the program's logic 
and intuitive design. Q 
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Tips & Tiicks/B4 and 128^ 

Continued from page 12 

IjcI It Snow: In keeping with our seasonal theme, here's a pro- 
gram that combines screen animation and a lively version of a 
popular winter song, hi 128 mode, the animation kind of breaks 
dovm; maybe you can figure how to fbc it. 
Joseph R. Charnetski 
Plains, PA 

100 PRINT" [CLEAR, RVS,SPACE3] 

LET IT SNOW - JOSEPH R. 

CHARNETSKI [SPACE3] ": IF CS THEN END 
110 FOR J=l TO 118:READ K :CS=CS+K : NEXT 
120 RESTORE:IF CSO3089 THEN 

PRINT" ERROR IN DATA STATEMENTS!" 

:STOP 
130 S=54272iFOR V=S TO S+23:POKE V,0 

:NEXT 
140 POKE S+5,9:POKE S+6,9:P0KE V,15 

:POKE 53281,0 
150 PRINT CHR$(147);CHR$ (5) 
160 FOR 1=1 TO 136:READ N,D:POKE S+1,N 

:R=1:IF (1=34) OR (1=102) THEN 

RESTORE 
170 POKE S+4,21:FOR J=R TO D*9 

:IF J-R THEN 200 
180 PRINT CHR$ (19) ;TAB(39);CHR$ (148); 

CHR$ (32) ;SPC (RND(-) *38 + l) ;CHR$ (4 6) 
190 POKE 218,155:R=R+11 
200 NEXT:POKE S+4 , 20 : NEXT: POKE V,0: 
210 GOTO 100 
220 DATA 33,2,33,1,67,2,67,1,59,2,56, 

2,5 0,2,44,2,33,6,33,2,33,1,50,2, 

44 ,1,50,4 
230 DATA 44,1,42,2,33,6,37,2,37,1,75, 

2,75,1,67,2,59,2,56,2,50,6,84,2, 

75,1,67,2 
240 DATA 67,2,59,1,56,2,56,2,50,1,44, 

6,42,2,44,1,50,2,56,1,50,2,42,2, 

67,2,50,6 
250 DATA 42,2,50,1,44,2,44,2,42,1,37, 

2,33,1,37,2,42,6,42,2,44,1,50,2, 

56,1,50,2 

260 DATA 42,2,67,2,50,6,50,2,50,1,67, 
2,63,1,56,2,63,2,67,1,75,2,67,6 

Use a Help Sheet: With all the different commands required to 
start my software, it became a nuisance to keep looking them up 
in the individual software manuals. Then I made a help sheet 
that lists the software, operating mode (64 or 128, 40 or 80 col- 
umns), monitor position (CVBS or RGBl and the LOAD and 
RUN commands for the software. It surely made life easier 
Glen Young 
Renton, WA 



Paper Brads as Printout Fastcnere: I have found that the paper 
fasteners known as "brads" fit perfectly in the tractor feed holes 
of computer paper. Brads consist of two metal leaves attached to 
a rounded head, all in the general shape of a cotter pin or a nail 
with a splft shaft; you push the shaft through the feed holes, 
then separate the leaves to hold everything together 
These fasteners come in handy if you want to attach different 



sheets of a printout without leaving them stuck together in one 
long sheet. You can also use brads to create a printout book 
whose pages are easy to add and remove. 
Brian Noggle 
House Springs, MO 

Quiet Disk Drive I'owcr Ups: I love my 128D with its built-in 
disk drive. What I didn't like was that every time I'd turn it on, 
(he disk drive buzzed and clattered. 

That sounded like costly repairs in the future, so I contacted 
Commodore and cisked why this happened. It's not a defect in de- 
sign, they said, it's just the disk drive trying to see if it's dealing 
with an autoboot disk. 

My solution was to keep a non-autoboot disk in the drive 
whenever I power up. The result is no banging, clattering or 
sound of any soit. 
Matt Morrison 
Soldotna, AK 

Printer/Interface DIP Switches: Have you ever taken a pro- 
gram back because you thought it didn't print correctly? If it 
skipped an extra line bet^veen printed lines, or if it failed to skip 
at all, the fault is probably in the DIP switch settings on your 
printer and'or your interface. (These are the little switches that 
most printers and printer interfaces have, which are used for 
setting various default conditions.) 

One of these switches usually controls the number of line 
feeds that the printer or interface performs when it receives a 
RETURN character. If your software seems to be skipping an 
extra line, find the appropriate DIP switch and set it so no line 
feeds are added. If your software types lines on top of each other, 
set the switch to add line feeds. Tilings get more complicated 
when both units have a line-feed switch, but if you're aware of it, 
you can handle it. 

In abnost every case, the printer or interface must be turned 
off and then on after setting the DIP switches, so don't forget this 
all-important action, 
James A. Busk 
Indianapolis, IN 

Impro\inp Printer Interfaces: If you have a printer interface, 
you're probably using it with a variety of software package, 
each of which may have its ovm. requirements for interface DIP 
switch settings. After you set the DIP switches, you must turn 
the interface off and back on to get it to read the new settings. 
UsuaDy, this retjuires you to reset the whole system or reach be- 
hind the computer and temporarily disconnect the interface 
power from the aissette port, 

I made this chore easier by installing a normally-on push-but- 
ton switch in the power lead to my interface. Now after I change 
my DIP switches, I press the button for a second or two; when I 
release it, my interface comes hack to life vrith the new settings 
in place. 

Depending on your interface and your construction skills, you 
may be able to mount the button inside the interface itself, 
T^xld Myers 
Topeka,'KS 

Rejuvenating Cartridges: Do you have any cartridges that 
aren't working well, or maybe aren't working at all? If you do, 
you might be able to fix them simply by cleaning them, 
Tb clean a cartridge, first remove its plastic case, using a r:izor 
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blade to slit the label where the cartridge comes together. You 
may also have to remove the label or make a hole in it, to get at 
the screw or screws that hold the cartridge together. After re- 
moving the screw(s), pull the cartridge apart, Iseing careful not 
to touch the gold-colored contacts on the end of the printed cir- 
cuit board. 

Ihke a cotton swab dipped in alcohol and use it to clean the 
gold contacts, being sure to get both sides. A cruder method is to 
use a pencil eraser for the cleaning. 

Now reassemble the cartridge and give it a test. The chances 
are good it will work. 
Mike Barber 
Park Rapids, MN 

Save That Junk: If you break a joystick, mouse or other piece of 
hardware, I suggest you keep it around as a source of parts. 
Spare parts can often be taken off and used to fix other similar 
gadgets. For example, you or a friend could one day need the 
rubber hall in the mouse if some non-computerist decides to use 
it as a marble, 
Brian Bagna U 
Winnipeg, Manitoba 
Canada 

61 Bootmaker: This routine adds a boot file to the beginning of 
any program. When loaded into memory, (via LOAD'Tile- 
name",8,l) tlie modified program will start up automatically. 
You can include special commands to sUui up, such as a SYS ad- 
dress, or RUN 100. The advantages: 

1. BOOTMAKER adds the boot to the progi-am instead of mak- 
ing a separate boot, 

2. BOOTMAKER copies the current screen to the program, so 
you can add a title or a list of commands that can be seen 
while loading. 

3. BOOTMAKER attaches to BASIC or machine language 
files, copying ML to its correct location upon loading. 

4. BOOTMAKER allows a conmiand to be automatically ex- 
ecuted upon loading. The program can be RUN, SYSed, or 
even GOTOd. 

lb use, just enter and run. B00TMj\KER asks for a filename — 
this is the file you want to boot. Enter the name, and make sure 
the program is on disk and is a PRG file. After that, enteT the 
command to start up the program (such iis RUN or GOTO 20, or 
SYS 49152), 

Following that entry, BOOTMAKER asks you to create a 
screen. This screen is displayed when you load your new booted 
file back into memory. You can clear the sci-een imd type in any- 
thing; however, be careful about two things— don't press RE- 
TUWJ until you're ready to make the boot program, and presj 
RETURN on a blank line. 

After this, BOarMAKER makes your boot file, 
David Pankhurst 
Montreal, Quebec 
Canada 

100 PRINT"64 BOOTMAKER" :X=880 

:FOR J=l TO 4:READ X$ 

:FOR 1=1 TO LEN(X$) STEP 2 
110 POKE X, (ASC(MID$ (X$,I, 

1) )-65)*16+ASCCMID$(X$,H-l,l))-65 

:X=X+1:NEXT I, J 
120 INPUT"NAME OF FILE TO BOOT";B$ 

:INPUT"NEW FILENAME";C$ 



130 INPUT"ENTER COMMAND" ; X$ : X=LEN (X$ ) 

:IF X>45 THEN PRINT"45 CHAR MAX" 

:GOTO 130 
140 FOR 1=1 TO X:POKE 827+1, 

ASC(fniD$(X$,I,l)) :NEXT 

:POKE 827+1,0 
150 INPUT"CREATE THE FINAL SCREEN - 

PRESS 'RETURN' TO MAKE THE BOOT 

FILE";X$ 
160 SYS 880"[",8:OPEN 15,8, 15, "C 

:"+C$+"=[,"+B$:PRINT#15,"S: [" 

:CLOSE 15:END 
170 DATA KJAAIFCLKJADIFCMKJPOIFCNKJAH 

IFCOKJIPINCGADKJADINCHADCAFGOBDIC 

EBIKJMKIN 
180 DATA CGADKJPBINCHADJABJKJABIFCLKJ 

AIIFCMCADDKFKFCCKECDGJACJAABMIIFC 

NIECOGAKC 
190 DATA DAOKLNDLADJNPPABMKNAPHKJAAIF 

FPKJAIIFGAKFCNIFFKKGCOIGFLDIOFFPK 

IIKOFGAKK 
200 DATA JIBIGNPOAHIFFIIFCNIKGNPPAHIF 

PJIFCOCALPKDCAFJKGKCPPKAAAIMAAAIM 

lEMIGKE 

128 Stethoscope: Use this little program to trick your computer- 
illiterate friends. If you present it \vith skill, they'll believe your 
computer can listen te ytiur heartbeat. 

Just press the joystick to your chest and hold down the button 
(heh, heh!), 
Brian Noggle 
House Springs, MO 

10 PRINT" [CLEAR, RVS, SPACES] 

128 STETHOSCOPE - BRIAN NOGGLE 

[SPACE51 " 
20 PRINT" [D0WN3] HOLD JOYSTICK 2 ON 

HEART, PRESS BUTTON. [UP]" 
30 IF (JOY (2) AND 128)0128 THEN 30 
40 SOUND 3,16,45 
50 PRINT"RELEASE BUTTON WHEN 

FINISHED. [SPACE10,UP1 " 
60 IF (JOY (2) AND 128)=128 THEN 40 
70 SLEEP 1:PRINT"THAT'S A WARM AND 

TENDER HEARTl [DOWNS] " 

Screen Framer; Here's a Commodore old-timer, this one ftom an 
early newsletter called TIk PET Paper (they liked cute names 
in those days). It's been reprinted hundreds of times in newslet- 
ters and other publications. 

The program puts a decorative frame around your 40-coiumn 
screen, composed of the character specified by F$ in line 5010. If 
you're observant, you'll notice that the frame steps one charac- 
ter short of the right-hand screen border The easiest fix for this 
is to make the screen and border the same color; even though 
the frame doesn't change, it looks like it's centered on the 
screen. 

Other fixes are easier said than made, but they can, of cxjurse, 
be done. The main difficulty is that the cursor jumps to the next 
line as soon as a character is printed in the rightmost column, 
and it makes the computer think it's printing on a wrapped- 
around 80-column screen line, (You'll see the effect of this when 
you try printing inside the frame,) 

Good solutions can be based on doing a cursor left, then print- 
ing an "insert" character to shove the F$ over to the edge. With 
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that and the rest of your bag of tricks, you should be able to get 
an almost-perfect frame. 

The "almost" involves the rightmost position on the bottom 
screen line. When you PRINT a character there, the screen 
scrolls upward and you lose the top of your border. I usually 
solve the problem by poking the appropriate character into that 
position. 
Louts F. Sander 
Pittsburgh, PA 

5000 REM SCREEN FRAMER 

5010 F$=" [CMDR +] " 

5020 PRINT" [CLEftR] "; 

5030 FOR J=l TO 39;PRINT F$;:NEXT 

5040 PRINT" [HOME] " 

5050 FOR J=l TO 23 

5060 PRINT F$;TAB(38) ;F$ 

5070 NEXT 

5080 FOR J=l TO 39:PRINT F$; :NEXT 

5090 PRINT" [HOME] " 

NewmHim Himsup Fix: If your computer gets hung up when 
loading or saving in Newsroom, just shut the disk drive off and 
immediately turn it back on. It saves the hassle of reloading 
Newsroom, and it doesn't erase what you were working on. 
Michael C. Posey, Jr. 
Lynn, MA 

Paperclip Publisher Tip: On page 50 of the manual for this fine 
program, the author goes into great detail in explaining how to 
put a fancy border around the Banner Box. But when I tried to 



get the border by clicking the Box to Back tool, nothing hap- 
pened. 

After much head-scratching, I found the easy solution. Before 
starting the procedure, pull down the Box menu and scan both 
the Default and Current Requester to make sure the TVanspar- 
ent/Opaque toggle is on Opaque. Now when you preas the Box to 
Back tool, you'll see the Banner Box letters. End of frustration. 
Denion H. Plummer 
Bradenton, FL 

Royal Alpha ROOF Printer Tips: This nice typewriter/printer 
comes with mimy functions to work with Commodore word pro- 
cessing programs, but there are other functions you ain use. 
With PaperClip, for example, you can get superscript, subscript, 
different pitches and different line spacing. When making your 
printer file, use these codes, all with a secondaiy address of zero: 
Superscript start - 27,68,255,255,255 
Superscript end - 27,85,255,255,255 
Subscript start - 27,85,255,255,255 
Subscript end - 27,68,255,255,255 
5 pitch -27,31,23,255,255 
10 pitch -27,31,11,255,255 
12 pitch -27,31,9,255,255 
15 pitch -27,31,7,255,255 
4 lines per inch - 27,30,11,255,255 
6 lines per inch - 27,30,7,255,255 
8 lines per inch - 27,30,5,255,255 
If you have a different word processing program, the same codes 
should control the same printer fimctions. 
Matthew Kelton 
Richmond, VA D 
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Continued (ram imRS! 42 

miniature screens mentioned earlier). 
This is especially annoyiiig when you are 
entering text into a firame which is wider 
than the screen display. If you try this, 
you may find youreelf typing text into an 
edge of the screen where what you type 
never appears until you manually scroll 
the page to the right or left. I avoid this by 
inputing text into a narrow frame and 
when I'm finished, stretching it to full 
width. But even this is not a perfect solu- 
tion, since an error in sizing (you make 
the new frame size smaller than the origi- 
nal) can cause you to lose text at the end 
of the fiwne. 

(2) I still do not feel completely comfort- 
able with the program's framing tool. 
Once selected you click on the point where 
you want the upper left comer of the 
frame to begin and then drag it down and 
toward the right. When you are happy 
with the size you simply release the 
mouse. Unfortunately for me, I am used to 
clicking the mouse a second time to signal 
I am finished with a task. If you do this 
with Shakespeare, you end up with an- 
other tiny frame attached to the lower 
right comer of the larger frame. Of course 



you can immediately delete the unwanted 
frame by clicking on the mouse's right 
button, but if you are not careful you may 
delete the larger firame instead. 

(3) And although Shakespeare V1.1 is 
much faster, improved and easier to han- 
dle than the original program, a few bugs 
remain. They appear most often when I 
am rapidly toggling and scrolling through 
pull-down menus looking for a feature, Tb 
be fair, the program has generated a fiill- 
blown guru message only once, but on oth- 
er occasions it has locked the sizing tools 
and frozen the contents of a pull-dowTi 
menu on the page. Let me add that (ex- 
cept for the one genuine guru — and it ap- 
peared while I was working with a 512K 
system rather than my normal 2.5MB), I 
have not lost any work because of the tem- 
porary lockouts. Each time the program 
appeared to be on the verge of lockup, it 
eventually (usually within a minute or 
two) corrected itself and operated as if 
nothing had happened. But such activity 
makes me nervous. 

Except for those three complaints, I 
found the program a deHght to work with 
and its printout quality excellent. Is 
Shakespeare the best desktop publishing 
program on the Amiga market? No, I 



don't think so, but then it is not the most 
expensive publishing program either. It 
has plenty of power, handles color better 
than any I've seen (although it cannot 
generate color separations like Profession- 
al Page), and (if you are restricted to dot 
matrix printouts) handles digitized im- 
ages and fonts better than any of the cur- 
rent batch of publishing programs, bar 
none. The program produces sharp, crisp 
images both in color and black and white 
and includes support for PostScript print- 
ers as well. So, if you are serious about 
desktop publishing but can't yet afford a 
laser printer, you should consider Shake- 
speare. It is an excellent product you can 
grow with, and if you require color print- 
outs, Shakespeare is the natural choice. 

The program comes ^vith two disks; one 
contains the main program another is 
filled with fonts, clip art, templates and 
samples. Shakespeare will work with an 
Amiga with only 512K, but to use it seri- 
ously you'll need at least one megabyte. 
The program is not copy protected and can 
easily be installed on a hard disk drive. 
The manual is well written, contains 
three tutorials, has a healthy index and 
appendices which cover hard disk installa- 
tion and PostScript operations. Q 
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Sporting News Baseball - 

Continued from page 24 



you hold the stick, the more severe the ef- 
fect. Left alone, each pitch defaults to the 
center of the strike zone. 

Pitchers may also attempt to throw out 
a hase runner if he suspects a steal. Due 
to the game's intricate system for base 
stealing, this could be a full-time job. As 
pitcher, you should know the tell-tale 
signs of a steal. But don't attempt a pick- 
off during your windup, or it will result in 
a balk. On offense, m;ike the pitcher as 
nervous as possible. Mix up yom- playing 
style, including the use of fake signals, 
and he'll be a basket case in no time. 

If you get a hit, the screen changes to an 
elevated view of the outfield. Control is 
automatically given to the player closest 
to the ball. Pressing the fire button, how- 
ever, allows you to select another player if 
necessary, lb catch fly balls, chase the 
shadow, not the actual ball. Attempt to 
stand at the point where the two intersect. 

Nabbing grounders, like fly balls, is of- 
ten a matter of speed, luck and intuition. 
Thke into account a batter's average and 
style. A special option allows the defense 
to reposition players (except the pitcher 
and catcher) anywhere on the field. This is 
especially useful for power hitters— back 
your outfield up against the wall! 

One of the most important aspects of 
fielding is quick and precise team inter- 
play. The position of each base on the joy- 
stick corresponds directly to their position 
on the diamond. In addition, outfielders 
may throw to a "cut-olT' man (usually the 
shortstop) for a faster relay. Always go for 
the lead runner to force an out, especially 
if he threatens to score. 

Another option lets team managers 
change lineups. Here you may relieve a 
pitcher (his total number of pitches 
thrown appears on the home plate screen), 
substitute players and change batting or- 
ders. Pinch hitters are also aflowed, a use- 
ful tactic late in the game, with bases 
loaded. 

lb my knowledge. Sporting News Base- 
ball is the only sports game of its kind 
that allows you to save games in progress. 
Considering a single game can potentially 
run 18 innings, this feature makes perfect 
sense, Epyx and Tferrence Mclraies should 
also be congratulated for producing an 
outstandi ng man u al . 

Sportirif^ Newtt Baseball somehow com- 
bines the best elements of statistical and ^ 
action games without sacrificing the in- i 
tegrity of either. Superb graphics, smooth ! 
animation and realistic play— this one 
has it all. n 



ClubfiousB Sports 

Continued from page 18 

ing down the void if used wisely. Ibm off 
the tilt sensor before the game if you like. 



Crazy Pool 

Also known as bumper pool, this parlor 
game can be enough to drive anyone 
crazy. The object is to sink pool balls into 
holes on a small rectangular table. Bump- 
ers are placed in strategic areas of the ta- 
ble to aid or hamper your shots. 

In solitaire mode, players must sink 
seven colored balls with their cue ball 
within the shortest possible time. In two- 
player mode, each player must ehminate 
their opponent's four balls to win the 
game. 

For the strategy player, 
Billiards is easily the best 
game on the disk. 

Three variations must be set before 
each shot is made: direction (a pointer rep- 
resents your cue stick), spin and power 
Tkble fiiction may be set before the game 
to adjust ball roll. 

In addition to four pre-designed tables, 
the game features a simple construction 
set to design your own. Parameters in- 
clude placement of bumpers, holes and 
balls. Final designs may be store-d to disk. 

HINT, Use high friction to achieve the 
most realistic play and avoid insanity. At 
lowest fi^ction setting the balls react like 
ice cubes on a sheet of Ifeflon®. 

When constructing a table, don't over- 
load it with bumpers. Unless you're a 
crack shot, this only adds to the game's in- 
herent fiustration. Also, be carefiil not to 
create dead spots on the table — iuieas that 
are impossible to maneuver through. 

Billiards 

For the strategy player, this is easily 
the best game on the disk. Available in 
two vereions— Carom and English bil- 
liards—this expertly-programmed game 
is a rare treat for one or two players. 

English Billiards is played mth two cue 
balls and a single red ball on the familiar 
six-pocket pool table, The object is to score 
points through various combination 
shots — hitting your cue ball against the 
others, sinking as many as possible. Each 
player's turn (called a "break") lasts as 
long as they continue to score points. 
Games can be played to either a set num- 
ber of points or shots. 

Caram Billiards is similar, but played 
on a table without pockets. Players must 



declare their moves before playing to be 
either a "'Shot"— striking the other two 
balls with yours — or a "Safety" — hitting 
only one ball. Players earn points and 
may continue playing with each success- 
ful Shot, A Safety earns no points, but 
forces your next break to bo a Shot. In ei- 
ther case, failed attempts give your oppo- 
nent points. 

The graphics, animation and game play 
for both versions are flawless. Shots are 
set up exactly as in Crazy Pool, but obvi- 
ously with much more subtlety. The only 
weakness is the inability to change per- 
spective. Shooting from the opposite end 
of the table is confiising. 

HINT Stick to English Billiards until 
your skiU level increases. The object of 
Carom Billiards is almost too slow paced 
and obscure for anyone but experienced 
playens to appreciate. 

Foosball 

I didn't think it was possible, but Ed 
Ringler proves me wTong. The world's first 
computerized Foosball gtime is a sight to 
behold. Incredibly realistic from start to 
finish, this one is a simulation master- 
piece. 

Foosball is a game of table soccer 
played with six rows of opposing players 
(six players on each team) attached to 
horizontally-moving rods. The object of 
this hyperactive game is to score the most 
points by knocking the "foosball" into the 
opposing goal. 

Anyone who's played the real thing 
knows how utterly wild this game can be. 
There are three ball speeds available, and 
four computer skill levels. Playofis can 
have as many as four games. Players 
have the option of changing sides after 
each game. 

Once again, the graphics and anima- 
tion are outstanding. Game play incorpo- 
rates nearly every characteristic of the 
real thing, including the amazing ability 
to stop the ball and manipulate it with 
your players. 

HINT For novice playei-s, simply hit 
hard, fast and often. You're bound to score 
sooner or later. It may not look pretty, but 
it's a laugh riot. 

For seasoned professionals, try master- 
ing ball control. Practice with the comput- 
er at a beginner level and develop inde- 
fensible goal shots fi^m various points on 
the table. 

Clubhouse Sports offers endless hours of 
f\m \vith a truly diverse assortment of 
games. CJo ahead, get that game room 
you've always wanted. You deserve it. B 
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Continued from page 38 

that depicts the area of the world in which 

the game takes place on a colorM map, 

the sonar screen and the contour screen, 

which can be used in conjunction with the 

sonar screen to give a better picture of the 

surroundings. 

The Soviets have only one 
mission— to capture Red 
Octoberand prosecute the 
renegade officers aboard— 
you included. 

The main control panel is the means hy 
which you change your speed, heading 
and depth, either by clicking visual 
gauges on the approximate setting for 
each or by calling up another window that 
lets you set exactly the value of any of the 
three navigation variables. You wnll refer 
to the main control panel most often in 
HFRO. The officer icons call up other 
screens of functions appropriate to each 
one. The engineering officer icon, for ex- 
ample, will bring up icons for nuclear pow- 
er, diesel power, caterpillar drive and pro- 
peOer drive. By selecting the engineering 
officer icon and then, for instance, the die- 
sel power icon, the ship will switch to die- 
sel power, and the engineering officer will 
alert you of this via the message window. 
This is the system you use to play 
HFRO— you change heading, speed and 
depth on the main control panel and use 
the officers to examine incoming sonar 
and communications data, fire weapons 
and use the periscope. 

The system in HFRO is very simple to 
use. Unfortunately, the game itself can be- 
come complicated at points. There is a lot 
that you have to juggle in your mind in 
HFRO; but, then again, they never said 
that defecting and stealing a top secret 
submarine was going to be easy. The 
game starts in the Reykjanes Ridge in the 
north Atlantic. You must carefully navi- 
gate through the Ridge without being de- 
tected and break to the Atlantic. Unfortu- 
nately, the Ridge is lined with Soviet and 
American vessels. The Americans are 
monitoring your every move to try to de- 
termine if you are lying to them. The Rus- 
sians are bying to find you. 

It is best to use the highly secret cater- 
pillar drive to propel yourself through this 
area since it niakes you undetectable to 
sonar. You'll also have to use the contour 
map to navigate the Ridge because of the 



many hills and valleys. Things will go 
slowly at first, and you vrill definitely 
crash the Red October in the first few- 
games. This segment of navigation of the 
Red October through the Reykjanes Ridge 
is very difficult and may prove frustrating 
to many, but you have die option of saving 
games in HFRO, so that you can contmue 
saved games after the Ridge to get to the 
meat of the simulation. 

At one point in the simulation, you 
must fake the loss of the nuclear power 
drive to the crew, so they will believe that 
a leak has occurred that requires evacua- 
tion later. After this point, you have to use 
another drive system, either slowing you 
dovm considerably or making you a high- 
ly visible trace to Soviet sonar. You have 
to play this segment of the game most 
careftilly, for eveiy decision you make 
brings you closer to death or defection. If 
the Soviets have to destroy the Red Octo- 
ber (with you in it) to prevent youi' defec- 
tion and the submarine's capture, they 
will. 

Examining sonar — a simple process — is 
the other area of the game in which you 
must excel. Knovring what ships are 
where is just as important as knowing 
how to avoid them. Although you should 
not make offensive maneuvers against ei- 
ther Soviet or American vessels, it may be 
necessarj' to fire defensive rockets. There 
are 26 Seahawk missiles on board, for 
your protection only. Don't fire them un- 
less necessary — they make too much 
noise and will alert your presence to the 
Soviets. HFRO becomes a game of cat and 
mouse, with you examining ships nearby 
and them examining and chasing you. 
Just make sure you stay ahead of the 
game. 

As mentioned before, the icon system 
makes the Red October veiy easy to con- 
trol. This is largely due to the beautiful 
graphics used to depict the screens of the 
game. The contour maps are the most de- 
tailed, with the curves that represent the 
ocean floor drawn careftilly. Also, the 
icons represent exactly what they are 
meant to, and you won't have to worry 
about decoding meanings. The sound ef- 
fects are very nice, too, with very realistic 
sonar blips and explosions. Also included 
in the package are a crew badge, ship rec- 
ognition chart and poster oC HFRO to add 
to the atmosphere of the game and give 
you something more— Iree stuff! Leaving 
nothing to be desired (except a shorter 
navigation through the Reykjanes Ridge), 
HFRO is an excellent simulation that 
uses the fiill power of the Amiga in an ex- 
citing way. m 



200 PROGRAMS 
C-64® & C-I28^ 



220 Programs on 10 Disks 
FOR ONLY $39.95 

Plus $3.00 S&H (Foreign-$5.00) 
(C-128pfograms run in the C-128 Mode) 



Dear Friend 

The offer discribed above Is not a missprlnt. 
We will send you ten disks containing 220 
fine public domain programs for eltfier the 
C-64 or C-128 for only $39.95 (U.S. funds) 
pius $3.00 shipping & handling (U.S. and 
Canada). Foreign shipping is $5.00. 
Please note that Ihg C-123 programs run in 
the C-126 mode and lo ad in the "bursf 
mode with the 1571 drlvs. 



Public domain programs are programs 
which were not copyrighted or which have 
been released from copyright status. Many 
were formerly commercial programs, and 
many others were written by professional 
programmers who released them Into the 
public domain as a public service. 

QUALITY: We have over 3000 public 
domain programs for the C-64 and C-128. 
We have selected 220 of the best programs 
for each computer for this offer. We honest- 
iy believe that this is the best software value 
available anywhere. 

TYPES OF PROGRAMS: Each of 
our disks contains a selection of programs 
In the categories of utilities (programming 
aids, computer and drive utilities, printer 
utilities, etc); games (both arcade and 
text); education {including educational 
games); home/business; and music. 

INSTRUCTIONS: We are the only 
major distributor of public domain 
programs that provides Instructions for all 
our programs - either as part of the program 
itself or in a separate instruction file. 

GUARANTEE: We are also the only 
company that offers a money back guaran- 
tee for public domain programs. t( you are 
dissatisfied with our disks, return them 
within 15 days of receipt for a refund (less 
shipping and handling costs and a 20 per- 
cent restocking fee). 

HOW TO ORDER: Use our toll free 
number to order and charge it to your VISA 
or Mastercard, or send a check or money 
order. If ordering be mail, be sure to tell us 
which computer you have, 

ADDITIONAL INFORMATION: We 

have a brochure which contains the disk 
directories of all the disks. Write us or circle 
our reader service number at the back of 
this magazine. 

Sincerely, 

Lynne Adams 



ADAMS SOFTWARE 
801 HENRYETTA, SUITE 2 
SPRINGDALE, AR 72764 

* Commodore 64 £ 1 23 aro tradernajks of 
Commodore Eleclronicj Ltd. 



PHONE ORDERS: MON-FRI, 8-6 CENTRAL 

1-800-614-0989 
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Amiga Software Reviews/ Starglider II — 

Continued from page 32 

ties, you'll die often which brings up an 
anomaly; while still sitting at the control 
console and looking out your view screen, 
you'll see your own ship blasting into 
shards. 

Also on the disk is the Atari ST version 
oiStargliderll. It's a technical feat the 
Rainbird people aren't explaining, but 
somehow both pragrams reside on the 
same disk and presumably the disk tells 
your Amiga where to look for the proper 
program controls. 

We've seen similar ideas in the past, the 
Commodore version occupying one side of 
a disk and the Atari or Apple version on 
the other The economic reasons are to in- 
crease distribution while cutting distribu- 
tion costs. It is a good plan and in the case 
ofStai-glkier 11 an intriguing engineering 
trick, but wouldn't it be ironic if the 
Amiga distribution network helped ex- 
pand the limited Atari ST network? 

lb repeat, Starglider 11 is a fast, excit- 
ing, visually beautiful game. It demands 
both arcade and strategic skills and de- 
mands them in great measure. My best 
advice is to throw away the novella, 
memorize the Playguide, and then go out 
and have some fun blasting alien shijK. B 



Software Reviews/ Speed Buggy 

Continued from page 28 

The games go so quickly that 
you find yourself pushing the 
start button yet another time 
and trying to get further than 
ever before. 

Buggy is flawless in its reproduction of the 
arcade game. 

Each course captures the flavor and ex- 
citement of the originals. The easiest 
course is the Ofi-road course — the end of 
which you'll probably see first. The North 
course is the toughest and thraws the 
most difficult collection and greatest num- 
ber of obitacles at you, I strongly sugg^t 
that you play the Off-road course a lot at 
first to get the feel of the controls. Mix in a 
game or two on the other courses eveiy 
now and then to add some variety until 
you think you're ready to tackle them. 
The scenery of each course ctiptures the 
climate of their namesakes, adding graph- 
ic richness to what would otherwise be 
boring backgixjunds. Off-road has moun- 
tains. North has snow, ice, evergreens and 
a couple of bridges. East has bushes and 



lots of greenery. West has mountains, long 
bridges and things that look like street 
lamps. Finally, South (my personal fav- 
orite) has palm trees, road banks and 
tropical surroundings. 

Controlling youi- Speed Buggy is easy. 
All you have to do is steer left and right, 
push forward on the stick to accelerate 
and back to decelerate and use the button 
to shift fi^m low to high gear when you've 
reached a high enough speed. Jumping 
your buggy is automatic, and you'll soon 
find that the on-screen vehicle will feel 
like an extension of your body— the sign 
of a well-programmed game. 

The background music is entliralling, 
and the sound effects duplicate the ooin-op 
version's boJngs and bangs. The graphics 
are superb, capturing all of the humor and 
cartoon imag^ of the arcade. Although 
Data East has yet to put out a game for 
the Amiga, any ramp-up would surely 
place the quality of the game on the exact 
same level as the original, especially con- 
sidering the fine work that was done for 
the 64. Post-game bonus points for the 
number of TTME gates you travel under 
and the number of seconds loll on the 
clock if you finish the course are the last 
touches that make Speed Buggy one of my 
favorite home arcade games of the yeanB 



Amiga Software Reviews /Carrier Command 

Continued from fiage 4S 

vide your ship with superb air assault, 
while the AAV's complement your sea 
power. You can control the four Mantas 
and AAVs, including their weapons. Be- 
fore you can launch them you must decide 
what type of weapons to equip them with 
and their destination. Once you have done 
this, you may launch one or all of them at 
the same time. 

Each aircraft and AAV may be set on 
auto-pilot or controlled manually. When 
you choose manual control, it will be as if 
you are actually in that vehicle. For ex- 
ample, if you are fiying a Manta aircraft, 
it will operate just like a flight simulator 
allowing full control over the plane and 
weapons. The same also applies to the 
AAV's in the water; they will come right 
out of your ship and up on the island for 
assault. Using these two weapons along 
with your ship, you gain control of the is- 
lands. 

But wait, the game takes place in real 
time, so while all the fighting is going on 
in one place you can switch to another. For 
example, if you are flying a Manta and 
wish to switch to your laser cannon back 
on the ship, all you have to do is select the 



proper option, and you're instantly back. 
The best way to clarify this is to say that 
you are in control of three games at once! 

Summar}' 

Carrier Command combines 3D graph- 
ics, superb sound and music with a unique 
twist of war game/arcade combat. The 
manual very clearly explains everything 
in great detail. Since Camei- Command 
was not meant to be solved in a matter of 
hours or even days, disk save and pause i 
options have been provided for your con- j 
venience — a welcome addition to a game i 
such as this, I think you will find Carrier 
Command to be just what the Captain or- 
dered! 

Hints from the Captain 

• If you are having trouble taking over 
an enemy island, try the following: Tkke 
your ship as close to the island as possible 
without grounding. Then use the laser 
turret to destToy everything within reach. 
Now you are faced with one of two choices. 
First, you can load a Manta with seven 
missiles (three on fixint and two on each 
wing) and fly it in over the command cen- 
ter firing all the missiles into it to cause 
massive destruction. Second, you can send 



in an AAV with a virus bomb and take 
over the island without doing any damage 
tit may take some time to gain control of 
the island). There are advantages and dis- 
advantages to using the above-mentioned 
methods under certain conditions, so don't 
be afi"aid to try your own tactics. 

• An AAV in the water is a sitting duck 
for any ainraft to spot, lb avoid losing 
them, take out the radar and main air- 
craft center (the largest object on the is- 
land). This will give you a brief amount of 
time before they start to rebuild— use the 
time wisely. 

• If you are getting kicked finom one end 
of the map to the other, don't panic. The 
first thing you should do is put the en- 
gines in full reverse and stail immediate 
repairs. While traveling backward use the 
laser turret to lay down some heavy fire 
power Once you have had sufficient time, 
you may return for the paykick, 

• In order to stop the enemy from a rap- 
id take-(jver of your islands, find one of 
his. When you do, lay down some heavy 
fire power, and send some Mantiis in for 
an air strike. This will slow him down or 
stop the takeover altogether However, 
this is just temporary until you take over 
his island, B 
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Adventure Road/Dungeons & Dragons 
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rach antagonist. (There is no lightning- 
fast all-text combat option, as in Wizard's 
Cmwn.) I also recommend it for those who 
have played RPG's for years but never 
played D&D— the experience will be as 
educational as it is entertaining: veteran 
RPGers will recognize the source of many 
elements for other games, such as Alter- 
nate Reality^s monetary system, En- 
chanter's spell-casting procedure, and 
many more, 

SSI has already announced a sequel for 
1989, Azure Bonds. Another D&D-based 
title, Hemes of the Ijince, is an arcade- 
style game, and the Dungeon Master's As- 
sistant is a utility that reduces the 
amount of time required to prepare a pa- 
per and pencil AD&D game. All three are 
for the Commodore 64, while Pool of Radi- 
ance will be converted for the Amiga. 

Ever Wonder What Would 
Happen If . . , 

. . .aliens (rom space took over the 
phone company and used it to transmit a 
signal that would make everyone stupid 
so they could take over the planet? Nei- 
ther have I, and I'm willing to bet Andy 
Rooney hasn't either. But someone at Lu- 
casfilm Games did, because that's the sto- 
ry behind their latest animated adventure 
for the Commodore 64, Zak McKracken 
and the Alien Mindbenders. It uses the 
game system introduced in Maniac Man- 
sion: characters tire animated and cxin- 
trolled with a joystick or keyboard, and in- 
stead of typing sentences, you form com- 
mands by choosing words from a menu 
and clicking on items in the picture. 

You play the part of Zak IMcKracken, a 
San FVancisco-based reporter for the Na- 
tional Inquisitor, one of those outitrndish 
supermarket tabloids. After solving a few 
pu2zles, you'll meet more off-the-wall 
characters, such tis Annie, the head of the 
Society of Ancient Wisdom and a pair of 
Yale coeds who turned their mini- van into 
a spaceship and flew to Mars. A .special 
command lets you hop from one character 
to the next, and some puzzles require you 
to coordinate their actions. There are lots 
of demented jokes, excellent animation, 
special effects, sound and an original stoiy 
that takes you from San Francisco to Peru 
and London. One commendable design 
feature makes it almost impossible to get 
killed, so you don't have to start over as of- 
ten as in many adventures. 

On the Business Front 

Want to buy some land in Daventry, 



home of King Graham and the setting for 
the King's Quest series? Or maybe you'd 
hke to buy stock in the "Land of the 
Lounge Lizards" made famous by Leisure 
Suit Larry? Now you can, in a way — 
Sierra On-Line went public recently. Until 
these moves, Activision (under parent 
company MediBgenic) was the only major 
entertainment software company listed on 
the stock market. 

Bard'H Tale IV & Wasteland //? 

Since Interplay went independent, the 
big question in Skai-a Brae is will there be 
another Bard's Takl Electronic Arts owns 
the rights to the name, as well as to Waste- 
land, so don't expect to see anything clear- 
ly labeled a sequel from Interplay (whose 
pnxlucts !u^ being distributed by IVledia- 
genic, not Bnxlerbund as I said a few col- 
umns ago). EA won't say if they'll do an- 
other of either game, but it's hard to be- 
heve they would kill off a pair of winners 
like these. And Interplay is working on 
new role-playing games that, while they 
won't be sequels, will allow you to use 
your characters from Wasteland and 
Bard's Tale. Interplay is putting together 
completely new game systems for both 
new RPG's with scenarios already written 
by Michael Stackpole (who worked on 
Bard's Tale III} and Steve Pearson (creator 
oi Champions, a paper and pencil RPG). 

Clues and Stuff 

lb decode these, count one letter back 
(BA = AZ), Zak McKracken: By qmhgoh 
the Ibapp, you can wake up the bus driver. 
Tb distract the flight attendant on the 
play, use upjmfii qbqfs in sink (to get the 
thing under the cushion) and fhh in mi- 
crowave (to get the item in the bin). You 
can find a cave and a useful item in Seat> 
tie by giving qfbovut to the two-headed 
squirrel and using the usffcsbodi on the 
mpptf ejsu. When Zak needs a spacesuit, 
use the xfu tyju, ubqfe gjti cpxm and 
pyzhfo ubol. Tb open the pyramid door on 
Mars, use the cpccz qjo tjho. 

Pool of Radiance: Until familiar with 
combat, don't advance toward monsters. 
When combat occurs, they'll be further 
away, giving you time to position your 
team more effectively. User Archers and 
Magic to pick off enemy leaders, while 
Fighters go after the other monsters. Look 
in the opsuixftu dpsofs of the slums for 
treasure. In Cadoma's Tfextile House, you 
can get help ffom the Thieve.s' Guild at 
the cpuupn of the xfinm. You can also find 
a powerful NFC who will join the party if 
hberated. m 
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-4* Better Locps with Flight Simulator - While 

the "Flight Physics" manual description Is 
adequate for most, we get enough calb from 
fru stro ted contp uterpilotsunabletoperforma loop 
to warrant the following additional instructions. For 
those already successful at looping the aircraft, 
these Instructions should help make your loops 
rounder and more satisfying. 

After diving to the suggested looping airspeed ( 1 80 
knots will do), add as much up elevator as possible 
without stalling the aircraft As you pitch up and 
airspeed slows you will ttave to reduce some of this 
elevator pressure. Many people leave the elevator 
setting on high and become frustrated when the 
aircraft stalls before pointing straight up. In a 
perfectly round loop your elevator should be almost 
allthcwaybacktoneutralbythetlmeyou'reupslde 
down. Since airspeed is veiy slow at the top of the 
loop (and the portion of the circle traveled is small), 
your pitch attitude change should be gracefully 
slow as well. Start adding up elevator pressure 
again as airspeed Increases. By the time you get to 
the bottom ol the loop, the up elevator setting 
should be where It was when you began the 
maneuver and your airspeed should be adequate 
to begin another loop. 




LOOP EMTHY 
= tMICTB. 



In summary, up elevator setting varies throughout 
the loop. The faster your airspeed, the greater the 
up elevator pressure. Flight Simulator Is the only 
simulation on the market that accurately portrays 
the flight characteristics of a light aircraft when 
performing this rnsneuver. In reality there's little 
room for error in the amount of up elevator you can 
use. and meeting the challenge of performing a 
perfectly round loop can be a very satisfying 
experience. You may even lind yourself more 
knowledgable about loops than many 
non-aerobatic pilots who lly real airplanes. Happy 
trail si 

SubLOGIC Corporation 
501 Kenyon Road 
Champaign, IL 6IB20 
TELEPHOME. (217) 359-B4B2 
ORDER UME; (800) 637-4983 

Please address nriy feedbock/correaporKlertce regarding 
SubLOGIC products, apernUoni, or this "Flight Motes" 
column to ATTN; Chalmun's OIBce. 



COMMODORE MAGAZINE 109 



Roundball Software 

Contintsed from pa fie 68 

Jermaine; How much time did you actual- 
ly spend with your heroes? 
Hammond: I sp^nt alxiut six hours with 
Doc and appiuximately two houre with 
Bird. During that time they didn't ask us 
to make any changes, but they made a lot 
of great suggestions. 

Jermaine: Do you remember any amusing 
stories about the game code itself? 
Hammond: Before Erving's visit to Elec- 
tronic Alts, I had stfiyed up several nights 
straight trying to get the first One-on-Oiw 
demo to look decent. It eventually came 
time for me to catch my flight, but 1 still 
had some weird bugs in the code. So there 
I am demo-ing this "fantastic" new bas- 
ketball game to Dr. J, and his shape be- 
gins dribbling upside down on the back- 
board. I "accidentiilly" turned off the Ap- 
ple, said "whoops!", re-booted, and hoped 
for the best. This time, when I shot, the 
ball decided to circle the court a few times. 
Then it sailed off the screen. Murphy's law 
never seems to fail. 
Jermaine: Have Bird and Erving ever 
played One-on-One head-to-head? If so, 
who won and what wtLS the final score? 
Hammond: 1 can't answer that question. 
By chance, I met Briirn Taylor several 
months ago. He played three years on the 
Nets with Doc and shared two champion- 
ship rings with him. iYnway, Brian was 
recently out to dinner with Doc, and he 
mentioned One-nn-One as something he 
had enjoyed working on. That was really 
nice to know. I have also heard that Julius 
and Larry go out to dinner once in a while, 
but I doubt they've ever played head-to- 
head. If you ever meet them, you'll know 
what I mean. 

Jermaine: How well did you play against 
these basketbiill legends? 
Hammond: In real life or the game? Just 
kidding. Back tht.i, I actually kicked both 
their butts in One-on-Oiie. I also had the 
opportunity to shoot around with Doc 
when he flew out to San Jose. It was one of 
those moments you cherish the rest of 
your life. There he was, Dr. J, and I was 
shooting around witli him! He would 
stand in the comer of the court on the 
baseline, shooting one swish shot after an- 
other. It was pretty impressive. 
Jermaine: In simple language, how does 
the computer opponent operate in the 
game? 

Hammond: Firet of all, let's talk about of- 
fense. Let's say that Liury is the computer 
player. The main thing he does is wait for 
you to lose yaar position and give him a 
lane to the hoop. Your opponent is also 
looking for a shot he likes, and if you're 



not on him tight, he'll shoot. If Bird 
doesn't have a lane to the hoop or a good 
open shot, he'll move around and tiy to 
catch you off guard. Here is a defensive 
trick you can use to prevent your comput- 
er opponent fiiom clearing the ball by sim- 
ply blocking his path. That would have 
been an easy problem to solve, but no one 
discovered it back then. 

Defense is a much simpler operation. 
The computer determines where the best 
place for a defensive player to be, and it 
t«lls the computer playei' to go there. If 
the ball is close to his hands, he tries to 
steal it. If you jump, he usually jum^s and 
tries to block your shot. I know it sounds 
simple, but there really isn't that much to 
the computer player Incidentally, both 
computer players love to slam one down 
your throat. 

Jermaine: Would you call the computer 
opponents in One-on-One artificially in- 
telligent? 

Hammond: No. They display specific 
characteristics of intelligence, like know- 
ing when to shoot and what to do under 
certain circumstances, but these are all 
pre-programmed reactions to a very small 
set of possibilities. 

"Erving carries this air about 
him. He really cares about 
things. He cared whether 
One-on-One was good or 
bad." —Hammond 

One of my strongest interests is AI and 
intelligence in general. Let's face it. Re- 
searchers at Stanford and MIT are mak- 
ing tremendous advances in this field ev- 
ery day The routines of^ One-on-One, by 
comparison, are classified in the same in- 
telligence group as rocks. 
Jermaine: If you were placing a game of 
Oi\e-on-One against a fiiend, which play- 
er would you choose and why? 
Hammond: I have pretty good joystick 
dexterity, so I prefer to use Doc. He's pro- 
grammed to have a step up on Larry. If 
you're a little slower with joysticks, 
Larry's your man. He has a better outside 
shot and a little advantage in rebounding. 
Jermaine: Were there any ideas for the 
project that simply didn't work out? 
Hiunniond: We had this cras^ notion (and 
even created the graphic shapes) where a 
dog would occasionally appear on the 
court and Vater" one of the player's legs. 
This concept was eventually discarded be- 
cause I ran out of memory, and some peo- 



ple thought it was somewhat distasteftd. 

The 64 version of the game was such a 
rush job that there wasn't a lot of time to 
add things. One item that was added to 
the 64 translation oWne-<m-One (and 
needed to be present in the Apple version 
of the product) was a sound to indicate a 
steal had taken place. 
Jermaine: Did you have any trouble creat- 
ing the slam-dunk scenario of the pro- 
gram? 

Hjunmond: When I wrote the original 
script for One-on-One. I wanted to dazzle 
EA with the product design, so I added all 
of these cool features: slam dunks, shat- 
tering backboards (with a janitor to sweep 
up the mess), great animation, etc. This 
all looked great on paper, but unfortunate- 
ly, I hadn't thought about the amount of 
work it would take to accomplish these 
feats. 

Making the backboard shatter properly 
was a real pain, but the sequence was a lot 
of fim to watch in its finished form. The 
slam dunk was a little easier to do. When- 
ever the player gets close enough to the 
basket, the animation switches from a set 
jump shot shape to an over-the-head dunk 
shape. If you want to have a little fun type 
in a backslash 1\ 1, perform a slam dunk, 
and the backboard will automatically 
shatter. 

When all was said and done, I wanted to 
create an authentic basketball simulation 
that was good enough to bear Bird's and 
Doc's names. I think we did that and more. 
Jermaine: Have you received any inter- 
esting One-on-One fan mail? 
Himimond: Yes, there were some real 
classics. My favorite letter came fiiom a 
12-year-old user, who wanted us to make a 
sequel to the Erving/Bird game. This indi- 
vidual wanted to see Magic Johnson and 
Air Jordan on the computer court. He 
even sent along some interesting stick-fig- 
ure drawings of the guys performing slam 
dunks. They were really very fimny. Now 
here's the punch line; all he wanted for his 
idea was ten percent of the royalties. 
What a guy! 

Jermaine: What are you currently work- 
ing on? 

Himmiond: First of all, I would like to say 
that One-on-One has been pretty good to 
me over the years. I've been able to do a 
lot of learning and research without the 
constimt financial pressures of earning a 
conventional income. I'm presently work- 
ing on an Amiga project. It was nice to 
step out of 6502 land and step up to the 
Amiga. I just wish there were as many 
Amigas as there are 64's out there, be- 
cause it's such a great machine. D 
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plete the task of shooting the balls. I know 
that doesn't sound like a lot of time, but 
it's plenty if you don't mess around. The 
three-point contest is also a game of skill. 
First of all, you have to guide Larry to a 
position where he can pick up a ball. Once 
he has the ball in hand, you have to ma- 
neuver Bird to a "sweet spot" for the shot. 
There's also a sweet spot moment during 
the course of a shot, when it's possible to 
release the ball and know it will positively 
go through the hoop. I've been able to earn 
a couple of perfect "30" scores, but it 
wasn't easy (and I designed the game). 
Jetmaine: Both One-on-One programs 
feature one white athlete and a black one. 
Were things planned that way? 
Madland: Not at all. It's an interesting 
twist of fate that the two best professional 
basketball players (five years ago and to- 
day) are black and white. Let's face it, we 
would have saved a lot of time and trouble 
if both computer players had been either 
black or white. 

Jermaine; Tfell me about your first Jordan 
vs. Bird draign session. 
I^adland: First I'd like to tell you about 
the members of our team, I'm not really a 
"Coder," but I directed the design team, 
worked on the graphics, etc. Don TVaeger 
became the producer o^ Jordan vs. Bird, 
while Don TVanseth assumed the role of 
project manager. Garth Hitchens pro- 
grammed the IBM version of game, Joe 
Hellesen ported the concept over to the 64, 
and Steve Chin (who has worked with me 
since the 3-2-1 Software days) was the offi- 
cial project artist. By the way, Rob Hub- 
bard created the music and sound effects 
for both programs. Every member of the 
group was a veteran software developer, 
and we all had a lot of fun working 
together 

Getting back to your question, the first 
meeting took place on March 17, 1988. We 
all met at Angel Guardian High School on 
the north side of Chicago. The Celtics 
practice in this gym whenever they're in 
town (and they would be biittling the 
Bulls twice during the next four days). We 
were using the building for a photo ses- 
sion to generate packaging art and in- 
struction manual pictures. Our group 
would also have the opportunity to wit- 
ness Jordan and Bird in action. Michael 
dropped by after a .short workout with the 
Bulls. As Bird walked in, Don 'Di'aeger 
"air balled" a beautiful three-pointer. 
Larry gave his trainer a strange look and 
said, "What was that?" A moment later 
the place exploded with laughter 

Tb commemorate the event, Don TVan- 



seth gave Jordan and Bird a special gift: 
beautifiil white satin jackets (displaying 
an attractive Jordan vs. Bird: One-on- 
One logo). I remember Larry coming up 
and saying, "Hey, my name i.'; second!" 
Michael sort of grinned and replied, "I 
knew you were going to say something 
like that." Don Transeth quickly came up 
with an explanation. He told the basket- 
ball stars that Jordan was the challenger 
in the program, and the challenger always 
has his name first. Everyone finally burst 
out laughing because it was all said in 
fun. 

As the players warmed up, they joked 
around about Michael's passion for golf 
and Artis Gilmore (the Chicago center 
who had recently been traded to the Celt- 
ics). On the court it was difficult to say 
who looked better because they have such 
different styles of play. Jordan is definitely 
the master of the slam dunk, while Bird 
can shoot three-pointers all day long. 

"I remember Larry coming 
up and saying, 'Hey, my 
name is second!' Michael 
sort of grinned and replied, 
'I knew you were going to 
say something like that.' " 

—Madland 

Once the session was over, we met with 
Bird to get some basic information, his 
opinion on certain things, and so on, Larry 
was a little quieter than I expected him to 
be, but he had a good sense of humor and 
tried to answer our questions as best he 
could. Lany didn't actually get to see the 
new game during this session. Bird also 
told us his shot tables are the same as 
they were five years ago when he contrib- 
uted to the design oi One-on-One. A shot 
table, in case you've never hetu^ of the 
term, tolls you the probability of a player 
making a shot fi^m a certain location on 
the court. 

Anyway, we finished the meeting at 
5:00 p.m. because Lany- had to go to a 
Celtics meeting. As he made his way to 
the door, I suddenly remembered I had 
nine posters for Bird to sign. He had al- 
ready autographed eight basketballs for 
me (between photo shoots and the like) 
but Fm a big fan of Larry's, and this was | 
the only time we would meet with him. I 
caught Bird at the door and asked him if 
he had a minute. He told me I had a sec- 



ond. So I pulled the posters out of their 
tube and looked for a place to lay them 
down. Unfortunately, I couldn't find any- 
thing to put them on. Lany, being the 
great guy that he is, got down on his 
bands and knees and signed every poster 
on the edge of the court. I thought that 
was pretty nice of him, considering he was 
ahready late for his meeting. 

TVaeger and TVanseth drove Larry and 
his trainer back to their hotel and ac- 
quired some additional information along 
the way. It seems that Bird shoots ap- 
proximately 80% of his three-point shots 
fiDm the right side of the court. He claims 
that happens because of the way the Celt- 
ics' offense is structm^ Lany also re- 
vealed he'd rather shoot a little turn- 
around shot than a straight jump shot. 
When asked how he would stop Jordan in 
a game. Bird laughed and replied, "No 
one can stop Michael, Not one-on-one. All 
you can do is slow him down a bit, keep 
him off balance, and play him for the 
drive. If he gets the baseline on you, 
you're dead," 

During the last few minutes of the trip, 
Larry sat quietly listening to the radio. 
Maybe he was thinking about upcoming 
games or what he'd contributed to our 
software project. Whatever the case, he 
thanked our people for the ride and 
walked off into NBA history. 
Jermaine; Did you have a design session 
with Michael Jordan? 
Madland: We were scheduled to meet with 
Michael on Maroh 21, but he flew in late 
and needed to get some sleep. Incidental- 
ly, Jordan came over and apologized for 
the postponement. The next day we drove 
over to the Multiplex in Deerfield (a 
northwest suburb of Chicago). This build- 
ing is the new home of the Bulls, and we 
were seated at a table in the medical con- 
ference room. A few minutes earlier we 
had seen Michael practicing, and he real- 
ly looked hot on the court. Anyway, there 
were no windows in the room, and it was 
poorly ventilated. Other people were also 
waiting to meet the slam-dunk king (pho- 
tographers, two video camera crews and a 
reporter fix)m WBBM Channel 2). The 
room got warmer by the minute, but pro- 
ducer Don Traeger was sweating the most. 
It had taken an entire year of phone calls 
and negotiations to get Jordan into that 
room for several hours of design work. He 
would not be disappointed. That session 
went something like this: 

Initially, Michael sat at the computer 
monitor eating a candy bar. He asked, 
"Where's the dunk come in? That's what I 
want to see." We showed him the demo of 



COMMODORE MAGAZINE 111 



Roundball Software 

Bird performing a slam dunk, and he 
s«ems totally stunned by the action on the 
screen, "Nawww, Larry can't dunk." 

TVuuger grinned and explained, "Well, 
in the new gtime you can do several differ- 
ent dunks. Larry can do just one," 

"That's good," said Jordan with a big 
smile. The ice had been broken, and Mi- 
chael started telling us how he plays one- 
on-one basketbaJl in the real world: "No 
offensive fouls, no free throws, clear the 
ball back to the foul line. You play to 11 or 
15." 

Ti-aeger commented, "Right now we go 
to 2L" 

Jordan, with a look of astonishment on 
his face, was unbelieving, "21? By ones? 
That could kill a few men, I'd say to 15, 
straight 15, no deuce, . ," 

Tlraegen "You mean you just win by 
one?" 

"Right," 

TVaeger is jotting down notes like a 
madman, "\Vhat about three-point shots?" 

"Worth two points. And we play make 
'em, take 'em," In other words, scoit; a bas- 
ket imd keep the ball. It's also called 
"Winner's Outs," 

Now it was time to get down to busi- 
ness. Jordan created a shot chart (like the 
one Larrj' did five years ago) on a nearby 
blackboard. Basically we had a simple 
drawing of the computer court that had 
been divided into 64 grid squares (six pix- 
els by six pixels in size), Michael exam- 
ined each square and input the probabil- 
ity of how well he could shoot fram that 
particular position. In the end, we knew 
where all of his sweet spots were. This in- 
formation allows us to make each comput- 
er figure an authentic rep lira of the real 
player. 

The Jordan character, for example, per- 
forms most of the shots Michael does in 
real life. It also has the same shooting ca- 
pabilities. In short, you can literally as- 
sume the role of Michael Joixlan in the 
game. 

As Michael continued to work on the 
chart, TVaeger pointed out a spt)t that Bird 
didn't like on the left. Jordan a.sked, "He 
didn't like that side?" Thieger nodded, Mi- 
chael smiled and said, "Good," As other 
people began to laugh, Joixlan looked 
around, 'This is fike a scouting retwrt," 

Then we demonstrated the entire 64 
Slam-Dunk Contest, which really got Mi- 
chael excited. He actually picked up the 
joystick and started moving his figure 
around. Even though it was more of a con- 
a'ptional game than actual gtune play, 
Jordan did pretty well. 



Michael also told us about one of his fa- 
vorite moves. "See, there's three basic 
moves to my jab step. There's jab step and 
go, jab and crossover, then the rocker 
step— jab, fake the shot, then drive on by, 
A triple threat situation." If you're not 
into basketball, a "jab step" is merely a 
fake motion to the right before you start 
dribbling to confuse your opponent. The 
player hopes this maneuver will open up a 
path to the basket. If you fake to the left, 
it's called a "crcssover" or "rocker" step, 
Jordan wiis really surprised to learn that 
both of these steps were already in tlie 
game. 

As the session continued, Traeger 
played a One-on-One game and read the 
final stotistics on the screen: The animat- 
ed Jordan was 11 for 13 fram the field for 
84%, with four steals, two blocks, two re- 
bounds and one missed three-point at- 
tempt. 'Teali, sounds like me," laughed 
Michael. 

"Bird laughed and replied, 
'No one can stop Michael. 
Notone-on-one.' " 

— Madland 

He also made some comments about 
playing against Larry Bird: "Man, he can 
get it off from any stance in any position. 
And his fake shot, he can actually fake it 
and get me off my feet, I mean he's unbe- 
lievable with his shot. When you think he 
won't shoot he will, when you think he 
will shoot it he won't^that's the type of 
shot he has. And Larry plays great with 
his back to the basket too. He's got a 
tough fadeaway jump shot, but then he'll 
also do his fakes and duck under the de- 
fense, I wouldn't take his jab step. Because 
if I retreat, I'm giving him his jump step, 
which is just stupid. He's gonna have to 
beat me on the drive, which I don't think 
he can do." He grinned. 

We were running out of time, so Traeger 
asked our guest to quickly critique the ten 
dunks of the slam-dunk contest. This is 
what Michael had been waiting for The 
first dunk we loaded was called the "Kiss- 
the-Rim"dunk, We understood that was 
the name Michael had given to it, but he 
told us, "1 don't name none of 'em I just do 
'em," Another dunk gut an unexpected re- 
sponse: "Man, that's Dominique's Drunk- 
en Dunk! I can do it, but not in a dunk 
contest," Then I demonstrated the 720 
Double Spin Fantasy Dunk, Jordan's grin 
exploded, and he said "Hoooo, that's nice." 



During the final moments of the ses- 
sion, Michael revealed he would rather be 
a PGA golf pro if he had it to do over 
again. I believe he has an 8 handictip and 
his fiivorite courses include: Pinehurst 
No. 7, Desert Highlands, Butler National 
and Medina, After autographing enough 
merchandise to stock a sporting goods 
store (and signing enough posters to open 
a poster shop), the NBA slam-dunk kii^ 
departed from his loyal followers, Fm sure 
Or, J would approve of the guy who "suc- 
ceeded" him in our new basketball project, 
.lermaine: Would you describe Jordan's 
personality? 

MiuUand: Michael was very attentive. 
He's funny, and always talking about the 
way the "brothers" used to do things. Jor- 
dan also tTCated every member of the 
toimi as if he were working with them 
one-on-one. Michael has this special irmo- 
cence about him and never talks negative- 
ly about anyone. I really enjoyed working 
with him. 

,)ermaiiie: Can you give me some infor- 
mation about the program in general? 
Madlimd: First of all, the players tiequire 
32K of memory (just in the Oneon-One 
game alone). Basirally we used the same 
image for both players and customized 
each figure by adding different uniforms, 
hair color, sho^, etc. Jordan and Bird also 
have different movements on the screen. 
You won't see any knee pads or sweat 
bands on these characters because if we 
put them on one player, they'd have to ap- 
pear on the other one. Memoi-y restiic- 
tions forced us to do things in this manner 

It's also interesting to note that the 
game features four colors, with two of 
them being shared. The brown color (used 
for Jordan's skin) was shared with Bird's 
jersey, while Bird's skin color appears on 
Jordim's jersey. 

Incidentally, the Jordan vs. Bird IBM 
graphics operate at 12.5 fiBmes per sec- 
ond. Commodore 64 animation, in the 
s;ime game, moves at approximately ten 
frames a second. We sacrificed a little bit 
of speed on the 64, but in return we got 
smooth-scrolling graphics, and the figures 
are a tliird larger than those in the IBM 
game. By the way, the game play doesn't 
suffer because of this slight reduction in 
speed. 

Before we move on, I'd like to tell you 
about the slam dunks. In Jordan vs. Bird 
ten different dunks am be i>erformed in 
the slam-dunk contest, but only three of 
them can be used in the one-on-one 
matchup. Once again, memory restric- 
tions ciune into play. The average dunk 
sequence contains 15 frames or pictures. 
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The Dr. J Slam contains about 14 frames, 
while the Windmill Slam has approxi- 
mately 18. Other slams includu: the Nike 
Slam, Back Slam, Fantasy Slam, Statue 
of Liberty, Bounce Slam and T\vo-Hand 
Hammer, If we had made an eleventh 
dunk, I'm sure it would have been like 
"Kiss-the-Rim," but Jordan would twist 
his back on the screen and put the ball in 
backwards. 

Jermaine: Did you have any problems 
making Jordan ua. Birci? 
iVIudhmd: Merging player stiitistics with 
the game play gave us a lot of headaches. 
But making blocked shots look and feel 
right was our biggest problem. We spent 
many hours tiying to solve this particular 
problem. Tlie end result looks and feels 
pretty good. 

Jermaine: Why doesn't the backboai'd 
shatter in Jonian vs. Bird! 
Madland: In ihe NBA you get kicked out 
of a game if you shatter the backboard. 
We didn't want anybody ejected from our 
game, so you don't have that ability. 
Jermaine: Would you shai-e a secret about 
the program that few people know? 
Madland: If you load in the warm-up 
phase of One-on-One, you can play a 
game of HORSE against a friend or chal- 
lenge someone to a fiiee-throw shooting 
contest. Now I know these games aren't 
mentioned in the manual, but you can 
still play them if you keep your own score. 
Jermaine: Can you relate a final Jordan 
story? 

Madland: As we wrapped up the thi^ee- 
hour Jordan design session, TVaeger 
talked about adding music to the pro- 
gram. I remember him asking Michael for 
the name of the song they play at all the 
Bulls games. Joitlan gave him a sour look 
and replied, "I don't know, 1 hate it 
though." And that was that. 

A moment later, TVaeger asked him 
how he felt about replacing Julius Erving 
in the game. Michael became serious for a 
second: "You know, the first time I played 
the Doc, I was scared. I mean, he was Dr. 
J, you know? I didn't do too well. So after 
that, all I wanted to do was beat him." He 
paused for a moment, and added, "But 
now he's gone. And now all I want to do is 
carry on the tradition. He was class, you 
know? I just want to be as good for the 
game as he was." 

Jordan also told us he had played com- 
puter games before. Once this game is fin- 
ished, he invited everybody to come over 
and teach him how to play it. I hope you're 
reading this, Michael, because we all want 
to take you up on that offer, g 
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"Man, [Bird] can get it off 
from any stance in any 
position. And Inis fai<e shot, 
fie can actually fake it and 
get me off my feet." 

—Jordan 

made a number of suggestions regarding 
take-off positions, body pasitions, the 
spread of my legs when I land and even 
my infamous tongue hanging out of my 
mouth. As a result of these meetings, I 
feel we were able to develop a very accu- 
rate portrayal of Michael Jordan on a 
computer .screen. 

Jermaine: Is Jordan vs. Bird a realistic 
simulation of one-on-otie basketball? 
Jordan: I think Jordan us. Bird is a veiy 
realistic simulation of one-on-one basket- 
ball. In one-on<ine basketball, there is no 
i one to help you if you make a mistake, no 
I one to give you an assist, no one to get a 
rebound for you, etc. It was just me 
agiiinst Larry, and no one else to take the 
blame or the credit. 

It is also a very realistic simulation of 
my game versus Larry's game. My game 
involves more puHing Uirrj' out and driv- 
ing by him for my favorite shot, the dunk, 
I would use my jab and iTJcker steps and 
look for my sweet spots on the court, as 
would Lany. But playing Larry, I want to 
play very close up against him, knowmg 
that his greatest strength is his outside 
shot. If he is able to fake me and go by me, 
then he has an advantage, though I think 
I have greater quickness than Lany, 
Jermaine: What is it like to play pro bas- 
ketball against a man like Lany Bird? 
What is it like to play with Larry on the 
Ali-Star team as you have in the past? 
Jordan: Playing with Urry Bird is cer- 



tainly more enjoyable than playing 
against him. Lan^' may be the greatest 
shooterevertoplay thegame, andifyou 
give him an inch, he'll bury a jump shot 
on you. Playing with Larry also allows 
you to move without the bali and know — 
perhaps more than any other player with 
the po^ible exception of Magic Johnson— 
that you will get the bail if you flash open 
for even a split second. The computer 
game demonstrates Larry's style very 
well, and it shows that he is a tough re- 
bounder, a savvy gutsy competitor and, of 
course, the premier time-point shooter in 
basketball, 

Jermaine: What are your particular 
strengths? If you were controlling the Bird 
character in the computer game, what 
would your strategy be against Michael 
Jordan? 

.lordan: If I were playing against myself, I 
would allow me an outside shot, for my 
strength is driving to the basket and go- 
ing by my defender for a dunk or easy lay- 
up. I consider myself a good outside shoot- 
er, but if I were playing against myself I 
would allow the outside shot to prevent 
the drive, 

Jermaine: How long do you estimate 
you'll continue to pky professional bas- 
ketball? 

Jordan; I recently signed a new, long-term 
contract with the Chicago Bulls. It is my 
goal to bring a worid championship to 
Chicago. With the development of some of 
our younger players and the addition of a 
few new ones, I hope to accomplish this 
goal at least once during my career 

When my contract expires, the lure of 
the golf course will be hard to avoid for 
me, I have definite ambitions to berome a 
PGA golfer Who knows, maybe "Air" 
Jordan will someday describe tlie length 
of my drives, not just the height of my 
jump! 

Jermaine: During the Jordan vs. Bird de- 
sign session you even went so far as to say 
that if you were to come back again, you'd 
like to be a PGA pro golfer How is the golf 
game coming? 

Jonian: My offseason from the NBA is 
my golf season. This year, I've gotten my 
handicap down to about 8, but I'm not 
ready to hit the tour yet— it is a lot easier 
for me to make a living playing basket- 
ball right now. But we'll see. 

In clming, I'd like to tliank everyone who 
contributed ta thin project. A special 
tlianks goes out to David Dempsey and 
Don Traeger at Electronic Arts for helping 
me set up the intewkws. I couldn't liave 
done them without you, guys. m 
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Action ware Takes Aim 

Cdiiliiuied from jKigi' 77 

fire. This option does not work %vith the 
mouse — only the gun. Other int«i-esting ! 
parts of Capone are the interior of the 
warehouse and the bank. Don't shoot the 
tommy gun in the warehouse, for each 
and every crate is filled with TNT. Your 
shots have to be much more carefully 
placed than a machine gun would allow. 
In the bank, falling dynamite sticks add 
to your problems, because they have to be 
shot before they hit the floor and take 
away a life. 

You QUI choose three diificulty levels in 
Capone: Cadet, Rookie and Capt^iin, Ca- 
det is the easiest, but it gets as hard as the 
Captain level by the time you get to the 
post office. 

Capone is great fun and has excellent 
graphics, game play and sound efTects to 
make it worth your efforts. 

P.O.W. 

P.O.W. is yet another great idea from 
Actionware. In this title, you are a soldier 
who must shoot enemies in varieti scrall- 
ing settings like in Capone, but these en- 
emies run across the screen, drop in on 
parachutes, drive tanks and airplanes and 
throw grenades. You must rescue six hos- 
tages in the enemy \Tllage by making it to 
the \illage ;md then to the ocean, where a 
reconnaisscince craft awaits your anivaJ. 
The scenes are much more varied in 
P.O.W. than Caimic, and include a 
swamp, ocean, bridge, jungle and village. 

There are also more moving characters 
on the screen at once than in Capone, 
making the game more nerve-wxacking 
and much more difTicult, but not impossi- 
ble. The major portion of the screen is 
again devoted to the scrolling landscajM. 
Along the Ixittom ait; a health bar, gre- 
nade counter, ammo dip counter, bullet 
icons and scoi-e. As you shoot, bullets dis- 
appear from the screen. When gone, the 
bullet clip count reduces by one, and a 
fi:Bsh supply of bullets is drawn on the 
screen. In the same way, when shooting 
tanks, planes or helicopters, a grenade is 
automatically used, deducting from the 
grenade counter. How do you fill up on 
ammo? Every now and then, a bullet chp, 
grenade or medical kit appears on the 
ground. By shooting them, the respective 
counters and health bar are increased. 
This is the way you keep alive in P.O.W.— 
by having a quick eye and trigger finger 

Difficulty level in the game is chosen 
for you by the computer based on your 
performance in 'Tjoot camp," your first 
challenge in P.O.W. Boot camp is essen- 
tially a t;irget practice range. "How well 



you do at target practice, with targets 
flashing by, will determine your mission," 
Parry explained. "The difficulty is in how 
many places you have to visit," 

In addition to having good aim and 
quick reflexes, P.O.W., unlike Capone, re- 
quires a certiiin amount of thought. In a 
couple of the scenes, you must think as if 
you were really in Vietnam, where the i 
game takes place, and do things that ! 
would be necessaiy for suniva!. In par- 
ticular, you must take out a radio tower to 
prevent further communication by the en- 
emy to call in reinforcements. Then you 
need to destroy the armory to reduce the 
arsenal they will use against you. Parry 
simis it up, "P.O.W. is different from Ca- 
pone in that you will never get those hos- 
tages out unless you do certain things 
that make logical sen.se. You have to pre- 
tend that you are there*. While Caix)ne re- 
quires a combination of speetl and action, 
P.O.W. requires a combination of speed 
and thought." 1 couldn't have said it better 
myself These are the factors that you 
must weigh against each other when 
buying either Capone or P.O.W. 

CreattiiT. 

From the looks of it. Creature promises 
to be just as exciting as P.O.W. and Ca- 
pone, except it is set in an entirely differ- 
ent enviromnent— on a spaceship. It turns 
out that your ship is overrun with aliens, 
and you must match wits with them to 
save your sliip, prevent new aliens fipom 
hatching out of eggs and play extermina- 
tor, with the alien creatuiBs as your pests. 

Unfortunately, I couldn't preview Crea- 
hire for this article, but I've noticed that 
Actionware's attitude is diflerent^morc 
professional— toward this game. Parry ex- 
plained why Creature wasn't ready yet: "It 
seems that most people who have a suc- 
cess port it to other formats like the IBM 
and Commodore 64. You might say that 
that is exactly what Actionware is doing 
right now — converting the existing games 
to other formats before resuming work on 
Creature." All I can say is "HuiTy up, 
guys!" I'm almost positive that Creature 
will surpass my expectations and present 
yet another great Actionware game. Only 
time will tell. 

Conclusions 

Actionware has a good thing going, and 
their success will be det«nnined by wheth- 
er they maintain the same level of quaht\' 
and dedication found in past releases. Par- 
ry reassured me by saying, "We were real- 
ly hoping to crank out one game a month, 
but we'i'c tiying to make each game 



unique and better, and it seems like mak- 
ing good games just takes time." It's a 
shame that all software developers don't 
adopt such a philosophy. 

T\vo factors that contribute immensely 
to the re'alism in tire Actionware titles are 
the graphics and the sound effects, Tlie 
graphics must be exfwrienced first band, 
A slide in a magazine doesn't capture the 
beauty of Brian and Dana's work. The fig- 
ures are very lifelike, with fluid anima- 
tion and vivid a)lors. The sound effects are 
mind-lxjggling too. The glass really shat- 
ters, the men yell, tlie choppers drone, the 
tanks hum and— most importantly — the 
guns sound like they are digital record- 
ings. Parry recognized these achieve- 
ments: "Two strong points of the games 
are the graphics and sound. I've got top- 
notch gi-aphic artists. Usually, after five 
seconds of seeing the game and screens, 
anybody knows that this is superb 
artwork. Also, to be able to pull the trig- 
ger and put the result through a big 12- 
inch woofer is great^I love the sound ef- 
fects," 

Parry outlined a tentative plan for the 
ftiture' that relies heavily upon the success 
of the current gtunes: "It's a two-year plan, 
The first involves moving these two prod- 
ucts to the other formats. The second year 
involves sticking with what we've got in 
the Light Gun and making the games 
more interesting. 1 enjoy pure action 
games. But Pienie, who is a major influ- 
ence on me, would like to see every single 
game outdo the pawious game." 

This certainly should make any avid 
giimer happy — a game company that 
plans to produce more of the genre that 
they've created, while improving on every- 
thing that's come lx.'forc. 

As a bonus to all the fxjople who have 
read this far, I'll describe yet another fea- 
ture of Capone that makes it worth play- 
ing. Near the post office there is some- 
thing (I won't tell you what) that you must 
hit to get 30,000 points and six lives. It's 
an "Easter egg" of sorts that I've found, 
but I'm sworn to seciiecy by Parry, who 
told me that even his wife and daughter 
don't know the secret target. 

Parry's attitude leads me to expect a lot 
of good times fi^m Actionware games on 
my Commodore computers in the coming 
years. All of the factors click int« place. 
Parry's parting remiu"k sums up Action- 
ware's philosophy imd redly promises a 
lot more to the gamer; "The games are' a 
combination of action and a little bit of ad- 
venture that makes you think— but not 
too much." Happy shiwting, law enforcers 
and soldiers in the Commodore world! d 
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Continued from page 73 

If you can work around these task limi- 
tations, you'll like the program. It is far 
from the best program on the market, but 
it delivers a lot of power for the price. So if 
you just want to test the DTP waters be- 
fore getting in over your head, or you're 
just curious about d&sklop publishing, 
this one is worth considering. (Note: Pub- 
lusher Plua was reviewed in the August 
1988 issue oiCommodorv Magazine.) 

PageSetteiVl.le 

In 1987 1 picked PageSetter as the num- 
ber one productivity program then avail- 
able for the Amiga. The conditions in 
1987 were unique: the program had Httle 
competition, it was (is) a wonderful pro- 
gram with plenty of power, and ite intu- 
itive design made it easy to use. But just 
as competition in any ileld brings better 
products to the market, competition in the 
Amiga DTP field has done the same. 
PageSetiefs year as champion is over, but 
this is still a good, aflbi-dable, entiy-Ievel 
publishing program. 

The program uses a true WYSIWYG 
approach to publishing; it contains a built- 
in word processor and graphics editor. Be- 
cause PageSetter is intuitively designed, 
even the novice publisher can be using 
this one in less than aji hour. Using either 
a toolbox or pull-down menus, the user 
can employ columns, boxes, different font 
sizes and styles, import graphics or text 
from other souires, wrap shadows around 
objects, justify text, etc. 

One of the barriers that keeps PageSet- 
ter from competing with higher-priced 
DTP programs is that it is not PostScript 
compatible. (PostScript is the graphic lan- 
guage the more advanced hiser printers 
use.) This can be corrected if you are will- 
ing to part with S50 to buy LaserScnpt. 
PageSetter VI. le is for those who owti 
earlier versions of the program, don't in- 
tend to include digitized images on their 
pages and don't expect output to a Post- 
Script printer. The only real complaint I 
have with tlie program is that it handles 
digitized images poorly. But because it 
was designed with the low-end user in 
mind, it handles text printed on a black 
and white dot-matrix printer better than 
some of the more expensive programs. If 
you are sure you will never go beyond 
those restrictions you'll UkaPageSetter 
The program is easy to use and VI. le in- 
cludes an option to save yoiu" entire docu- 
ment as an IFF file which you can load, 
edit and print using any graphic package 
like DeluxePkotoLab. 



The current version is PageSetter VLle. 
Like the version which came before, it is 
not copy protected, but this release uses a 
security check which requires you enter a 
word from the manual each time you 
begin. 

City Desk 2,0 

This early entrv' in the Amiga DTP are- 
na is already in its third revision. The cur- 
rent version oWityDe-fk is V2.Q (preceded 
by VI. and VI. 1) and like the earlier ver- 
sions uses a simple WYSIWYG approach. 
The progi'am is not copy protected, so you 
can make as many backups as you think 
you'll need. Happily, the program sup- 
ports multitasking, so you can switch be- 
tween it and any other program you want 
to run. 

Most of the pro^iam's features am be 
acces,sed by picking a tool from the tool- 
lx)x. With it you can move, copy, crop, out- 
line, underline, size, edit, magnify or 
trash both texl and graphics. The only 
time you have to use the keyboard is to in- 
put or edit text for headlines or stories. 
The text editor of this new version ofCity 
Desk has been completely redone, so you 
can input or edit entire documents just as 
you would with a dedicated wotxl proces- 
sor. The graphic editor has also been en- 
hanced. The older graphic editor wsis good 
primarily for importing and cropping im- 
ages and little more, but the one included 
in V2.0 is much more powerful. It won't 
replace DehixcPaint 11 but jis a built-in 
editor it is excellent. City Desk does not 
support color, but instead converts import- 
ed color graphics to 16 shades of gray 

After a column of text has been placed 
on the piige, it can be moved around like a 
piece of paper Separate columns can be 
chained together to form large documents 
or broken up to create smaller ones. .All 
columns {containing te.xt or graphics! can 
be selectively sized and relocauil at any 
time. Because each object is assigned a 
display level, you can easily move objecLs 
over or under each other to give your doc- 
uments the illusion of depth. Tbxt fonts, 
size and style can be changed insUmtly 
via a Preferences menu assigned to each 
column of text. There are no limitations to 
what size your text can be defined, thus 
fonts can be adjusted to fit any size your 
document requires. The screen display 
can be shown using any resolution be- 
tween 320 X 200 and 640 x 400 points. 
One of the early complaints about City 
Desk was the clumsy text editor shipped 
with version 1.0 and 1.1. The folks at Mi- 
croSearch apparently heard the com- 
plaints; the new version has a much ad- 



vanced and easier-to-use text editor. 

City Desk supports not only all the Pref- 
erences drivers but also PostScript and 
Hewlett-Packard. But because the devel- 
oper believed many users would be re- 
stricted to dot-matrix printers (at least in 
the beginning) they went out of their way 
to squeeze as much resolution out of those 
devices as physically possible. As a result. 
City Desk can produce excellent text im- 
ages on a 24-pin dot matrix printer But 
like PagcSflhr, the piDgram doesn't 
translate digitivx;d images a'i well as I 
would like. Perhaps the final release ver- 
sion of City Desk V2.0 will handle graph- 
ics better (at this writing I am using a 
beta version q( City Desk V2.0). (Note; A 
review of City Desk V1.0 appeared in our 
February 1988 issue.) 

Shakespeare: The Page 
Integrator 

This program too, has been revised and 
refurbished twice. All the annojing bugs 
associated with the early version have 
been squashed, and Shakespeaiv now 
stands as one of the better Amiga publish- 
ers. It deserves that accolade because of 
the excellent way it handles both color 
and black and white output, plus supports 
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both laser (including PostScript) and dot 
matrix printers. Its toolbox is filled with 
all the options you'll need for serious, 
quality publishing, ixjgaixlless of whether 
you need only black and white printouts 
or will be using all of the Amiga's 4000 + 
colors. 

One o? Sha^tespeare's most impressive 
features is that it can handle graphics in 
any resolution (allowing multiple resolu- 
tions on a single page), plus it lets the user 
employ all of the Amiga's colors on a sin- 
gle page. Rather tJian supply different 
magnification scales to show its 
WYSIWYG display window, the program 
allows you to open another window which 
displays a miniature of the page you are 
editing. This method means you can edit a 
magnified view while seeing the effect of 
those changes in the overall image at tlie 
same time — a feature layout artists will 
like. 

like the other publishing programs, 
Shakespeare restricLs text and graphics to 
defined boxes. Tbxt can be defined with 
mixed fonts, styles, sizes and even colors. 
{Shakespeare shows color changes on 
screen and does not make you wait for 
your printout like other packages.) One of 
the more appealing (eatufes of the pro- 
gram is that it allows you to load several 
graphics and fonfe in one session, so you 
can pick and choose later as you edit. This 
fiiendly scheme makes it easier to keep 
track of fonts or images stored on different 
disks. 

The program supports PostScript, H-P 
and all Preferences printers, but where it 
really pulls away from the pack is in how 
well it can drive a 24-pin matrix printer If 
you are sure you will never move beyond a 
dot matrix printer, yet still need to incor- 
porate digitized images in your docu- 
ments, you should give this publisher seri- 
ous consideration. Of those I tested, I was 
more pleased with the results this one pro- 
duced on a dot matrix printer than any 
other package (tlie final vei-sions of City 
Desk and Publishing Partner Pmfe&'iional 
were not available to comp;u\' at this writ- 
ing). (Note: For a complete review of 
Shakespeare see page 42.) 

Professional Page 

If I were asked to name the champion 
desktop publisher for the Amiga it would 
have to be Professional Page. This is more 
than just a mature version of PageSetter, 
it is a pubhshing extravaganza. There are 
few publishing chores the current version 
can't handle. 

Although the program is intuitively de- 



signed, most users will still have to refer 
to the manual occasionally simply be- 
cause the program has so many options it 
is easy to become overwhelmed. After a 
few hours of practice, the logic of the entry 
scheme ix;gan to sink in, and 1 had little 

Professional Page is more 
than just a mature version of 
PageSetter; it is a publishing 
extravaganza. 

trouble driving the program. Prnfeasional 
Page is not copy protected and is easily in- 
stalled on a hard drive. It allows the user 
to view and edit (using traditional word 
processing commands) the image from 
five different magnifictitions. The 
WYSIWYG display employs sizable fonts, 
kerning, tracking, justification, hyphen- 
ation, irregularly shaped graphics, flow 
amund text and multiple pages I up to 
9999). Ifext or graphics can be bordered, 
grouped for easy positioning or sized any 
time. 

All of the Amiga DTP programs allow 
the aser to either import text from a favor- 
ite word processor or input the text direct- 
ly into a defined column, but Pmfessional 
Page allows you to reverse that procedure. 
With it you can highlight and save strips 
of text as a file which you can then edit 
with your favorite word processor or spell- 
checking program. Of course, the normal 
operation is to write text with a word pro- 
cessor, check it for spelling enors and 
then import it into your DTP program. 
But having the option to reverse that task 
will be welcomed by most editors. 

'llie program comes with rather unusu- 
al drawing tools. Although you am import 
and employ any IFF file, the program's 
own tools handle images more like a CAD 
program (normally associated with arehi- 
tectural drawings) than a traditional 
graphic editor Each image (line, circle, 
curve, box) created with these tools is 
treated as an independent object until you 
group the images together. You can do a 
lot with the tools, but those aa-ustomed to 
programs like DeluxePaint U will find it a 
little confusing at first; on the other hand, 
CAD users will feel right at home, 

Wlien it comes to handling digitized im- 
iiges, this one shines. Not only c<m it dis- 
play and print them, but it can also pro- 
cess them in color. If you wish, it will even 
separate and screen an image. If you take 
your four-color document to a commercial 
print shop for volume printing you won't 
have to pay to have screened sepitfations 



processed (an expensive pi*ocedun3). 

The program's greatest power (and con- 
currently its greatest weakness) is printer 
support. It supports any Pj-eferences print- 
er lis well as PostScript printers. You can 
even print your PostScript files to a disk 
and take them to a commercial printer if 
you wish. \Vhen it comes to PostScript 
printing. Professional Page shines, but if 
you wtmt to use it with a dot-matrix print- 
er, you are' going to find this Gold Disk 
program slightly tarnished. In the begin- 
ning Gold Disk viewed this publishing 
program as a professional entry-level 
product only and did not support dot ma- 
trix printers. After the fii-st release they 
got so many requests fixim people wanting 
to use it with their dot matrix printers 
that they ,sent their progi-ammers back 
into the code to make the retjuired 
changes. Unfortunately, the results were 
mixed. You can now use Professional Page 
with a dot matrix printer, but the text un- 
ages you vrill get are far from impressive. 
On the other hand, the program tiims- 
lates graphics, including digitized photo- 
graphs very well — even when dum[)ed to 
an inex!x;nsive printer 

The Ixjttom line is this: If you have ac- 
cess to a PostScript-compatible printer 
and are looking for the best desktop pub- 
lisher on the Amiga market. Professional 
Page will make you look good and keep 
your clients happy. 

Publishing Partner 
Professional 

Many Amiga users have eagerly await- 
ed the release oi Publishing Partner Pm- 
fessional. By the time you read this, that 
wait should be over, but as I write this 
only the beta version has fcteen completed. 
Without knowing how the final version 
will differ fixim the pre-released version, 
my remarks must be chosen carefully. The 
program has captured the attention of 
many Amiga owners with its Ixild adver- 
ti.sement (giving the impre'ssion that the 
program was ready to ship) which com- 
paied its features and price with one of the 
mdustr\' standards, Pagemaker With so 
many claims and such a reasonable price 
it is easy to underetand why anyone con- 
sidering a DTP program would be inter- 
ested. 

Understandably, the long delay in get> 
ting Publishirig Partner to market has 
curbed some of that interest. The question 
now is whether this one is worth waiting 
for, and can SoftLogik turn the sour 
grapes caused by delay into something 
sweet? Only time will tell. 1 eun any that 



115 JANUAFW1989 



Perfect Impressions 

the early version I used does include all 
the features mentioned in the ad cam- 
paign: hyphenation, kerning, sizable 
fonts, search-and-replace editing, object 
grouping, undo command and spell check- 
ing. I hope they will all hn included in the 
final version and the price will still be af- 
fordable. Until the finished program is 
available for evaluation, I can't say how it 
will compare to the other publishers. 

The TTiree IPs 

'Kme and competition have improved 
all the current DTP programs. In most 
cases, user feedback (a developer's best 
guide) has been heeded by the developing 
company, and where there was a need for 
change, those changes were included in 
the cuirent version, lb decide which pro- 
gram is right for you, ronsider the three 
ife: 

If you are curious about desktop pub- 
Usbuig but don't want to invest a lot of 
money, need only black and white print- 
outs and will be using a dot matrix print- 
er, you should consider PageSetter or Pulh 
Usher Plus, both will meet your needs and 
will not drain your savings account. 

If you are serious about desktop pub- 
lishing but can't afford a laser printer, you 
should consider C(i!>' Desk or Shakespeare; 
both are excellent products which you can 
grow with. If you need color printouts, 
Shakespeare is the natural choice. 

If money is no object, you intend to get 
serious with desktop publishing and will 
be using a laser printer, your choice 
shoiAd he Professional Page. It will meet 
your eveiy ne«d and make both you and 
your documents look good. 

Just where Publishing Partner Profes- 
sional will fit in the three If groupings is 
yet to be determined. Depending upon 
how many of its boasted features actually 
are delivered (and when) the program 
could fit into any of the three categories; 

Beyond Desktop 
Publishing 

The more involved with desktop pub- 
lishing you get, the more you'll find that 
other programs can help you polish your 
documents. There are dozens of aides out 
there, but among the more exciting ones 
I've seen are these: 

The foundation of any layout is the 
text^the letters— which make up the 
words on each page. The impression those 
letters have on your audience or clients is 
greatly influenced by which fonts you use. 
It doesn't take most editors long to realize 
just how difficult it is to decide which font 



and size is best for the chore at hand. Thus 
most DTP users try to collect as many dif- 
ferent fonts as they can get their hands 
on. Several companies sell disks filled 
with fonts, and you am even find some in- 
teresting fonts in the public domain. But 
if you really want to get serious— or jasl 
want a font like no other— you should con- 
sider designing your ovsTi. That is where a 
program like Calligrapher can help. It is a 
font editor which lets you design profes- 
sional-quality fonts. TTie progi'am is flexi- 
ble — it lets you design fonts as large as 
160 X 256 pixels, and you can even include 
patterns and colors. The progi'am is not 
difficult to control but does require some 
artistic ability and a willingness to experi- 
ment. (Note: A re\iew of Calligrapher ap- 
peared in the July 1988 issue eXCommo- 
dore Magazine.) 

The most impressive graphic packages 
I've seen this year is Electronic Arts' 
DelwcePhotoLab. I've heard it described as 
the heir apparent to DeliaePaint II. Wliile 
the program includes an excellent graphic- 
editing module, it is more than a drawing 
program. What makes it so valuable is 
that it can handle graphics in any resolu- 
tion, which means you can import any 
IFF image, edit it and then save it in a 
form which your desktop publishing pro- 
gram can import. This is especially valu- 
able if you intend to use digitized images 
in your documents. When such images 
are used, the contrast of the images is 
very important if you want them to print 
properly Using DehaePhotoLab's "Col- 
ors" module, you can import digitized pho- 
tographs and adjust each individual pixel 
to get the perfect image you want to in- 
clude in your layouts. 

Because good graphics are important to 
visually-appealing layouts, you'll want a 
good graphics program aiuund to design 
those unique images which will distin- 
guish your publication from others. Again 
DelwcePhotoLab can handle most of your 
needs. The program has found a perma- 
nent spot in my software library, but has 
not yet replaa-d DehaePaint II. I don't 
know if it still deserves to be conside!«d 
the supreme Amiga graphic package or 
not, but I still prefer it over anjlhing else 
on the mai'ket (maybe I'm just getting old- 
er and set in my ways). (DeliLxePhotoLab 
was reviewed inthe November 1988 issue 
of Commodore Magazine.) 

Adding digitized images to your pages 
means you'll need NewTfek's Digi-View, a 
video digitizer. With it and a simple black 
and white video camera, you can capture 
any image you can focas a camera on and 
import it into your system. Like so many 



of the early Amiga releases, Digi-View is 
getting older and better. The cuiTcnt ver- 
sion of the product is V3,0; it includes 
overscan (for borderless screen images) 
and a feature for capturing line art (in 
earlier versions white l^jickgixiunds more 
often than not were captured as shades 
of gray). 

PIXmate from Progressive Peripheral 
and Software is a special graphic program 
for altering images. It is not a drawing 
program, but it's designed to let you adjust 
the color, quality and visual effects of ex- 
isting images. It is especially valuable for 
improving the quality of digitmxl pic- 
tures. With it you can bring out details, 
emphasize the edges of images or alter 
their overall rontrast. You can even use it 
to create abstract images using solariza- 
tion techniques. One of the most valuable 
uses I've found for PIXmate is to convert 
color graphics or digitized photographs to 
black and white before bringing them into 
a DTP layout. All of the publishing pro- 
grams will make this conversion for you, 
but too oflen their fixed convereion siives 
unimportant detail at the expense of im- 
porUuit detail. With a program like PIX- 
mate, you decide what is importimt and 
what can be trashed. 

One of the most usefiil (and most expen- 
sive) graphic aides I've added to my own 
DTP system is R&DL's graphic tablet, sty- 
las and driver soflware called AProDraw. 
First let me explain the graphic tablet. 
The tablet (a standard Sununagi"aphic 
board like those used by Macintosh own- 
ers) is a 16 X 16-inch board that comes 
with a di-awing pen (stylus) and driver 
software. The inner 12-inch square of the 
board is sensitive to the stylus' location. 
Wherever you touch the inner square with 
the stylus, the on-.screen pointer moves to 
the corresponding spot on the sa-cen. The 
stylus, in effect, becomes your mouse and 
the tablet mirrors your screen. What 
makes this so valuable to someone im- 
porting graphics is that you can tape a 
drawing or any gi-aphic on the tablet, acti- 
vate the stylus (the mouse is still active 
too) and then use almost any graphic 
package (like DeluxePaint II or DeliLxe- 
PhotoLab) to trace the image into your 
system. Affer it has been captured, it can 
be edited, saved as an IFF file and importr 
cd directly into your publishing docu- 
ment. You aiie probably asking: why not 
just digitize the image with a video cam- 
era? The results of my attempts to digitize 
a line drawing have been mked. Some 
have worked great, but too oflen the digi- 
tizer tried to inteipret the white liack- 
ground as shades of grey When this hap- 
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pened, I had to adjust the color balant^ 
with PIXmate or PhotoLah, a process 
which (with simple images) t«o often took 
more time than just tracing them with 
APmDmw. 

The only negative aspect of the board is 
that the driver works through the serial 
port, so you have to disconnect it to use a 
modem or buy a switching box to toggle 
between the two. 

ComicSetier fmm Gold Disk is a new 
stand-alone graphic program that lets you 
create, save and print panels like those 
you see in a good comic book, lliese same 
panels, or single cartoons can be included 
in your documents to give the reader a 
chuckle. 

One More Product 

Electronic Aits has been a driving force 
m developing powerful graphic programs 
for the Amiga, so it is understandable 
that a lot of the rumors in the industry- 
centers around when EA will released a 
desktop publishing program for the 
Amiga (they have already released two for 
the 64), At this writing, the folks at EA 
say no dedicated desktop publishing pro- 
gram is in the works. So what about the 
rumor? The rumored contender will be an 
update aiDeluxePrint. 

By the time you read this DeliuxePrinl U 
should be on the market, but rather than 
a publishing program comparable to those 
mentioned here, it will instead be a layout 
and printing utility — a sort of "New and 
Improved" DeluxePiint. It will include 
support of the IFF format, more fonts, a 
graphic Editor and support for color print- 
ers. For those interested in printing post- 
ers, greeting cai'ds, labels, letterheads, lli- 
ers, etc., DeliLxePrint IFa power may be 
sufficient. It is mthout question the most 
modestly-priced publishing program, but 
it only begins to approach the power of 
dedicated desktop publisliing prograijis. 
But for some users, it may have all the 
computer-created publishing power they'll 
ever need. (Editor's Note: ElcHitronic Aiis 
is now distributing Gold Disk's publishing 
programs.) 

Going To Press 

Regai-dless of which desktop publisliing 
program you aro using, the quahty of your 
final printout will depend heavily U[X)n 
your printer. The current batch of Amiga 
DTP programs will work with any Prefer- 
ences-driven printer, plus they all support 
PostScript-compatible printers (built-in or 
available via an add-on module). This 
means that getting a hard copy of your 



document is simple. 

Unfortunately, all printers are not cre- 
ated equal, and while a nine-pin dot ma- 
trix may give you excellent results with 
your word pi'oces.sor, chances arc you are 
going to be dis;ippointed with what you 
see when your DTP document is dimiped 
to it, Profeasional printouts require dense- 
ly-packed dot patterns that form detailed 
graphics and smooth-edged text — beyond 
the ability of most dot matrix printers. 
Deciding which printer will deliver the re- 
sults you (and your clients) demand is a 
major dilemma foi' anyone investing in a 
serious desktop publishing system. 

The hands-down choice to insure print- 
out quality Is a PostScript-compatible la- 
ser printer. PostScript is not a brand of 
printei; but the name of the language 
these printers underst<md. The power of 
PostScript-comtjatible printers is that 
they can print pages of graphics and le.xt 
at 3(X) dot-s per inch. But what makes 
them equally appealing to the end user is 
the way they handle fonts. Rather than 
having to download specific fonts and sizes 
to mateh the ones in your documents, 
PostScript will translate and scale fonts to 
match. If you have been turned off by 
boxed graphics and fonts that look like 
they were designed with pinking shears, 
you will be happy with the smooth trans- 
lation PostScript printers perform. Unfor- 
tunately, these beautiful machines only 
come at a beastly price. The LaserWriter, 
for example, retails for $4900 (more than 
ten tinier what my dot matrix printer 
cost). 

The next step down would be a Hewlett- 
Packard LaserJet (or clone). These ma- 
chines turn out equally impressive text 
and are fkst, but they aix; limited by the 
resolution and quality of the graphics 
they can handle. You may lie able to work 
around those two limitations, but the 
most annoying restriction of Pl-P-type 
printers is the way they handle fonts. You 
are restricted by the number and size of 
the fonts you can include on each page. 
Without the PostScript language to trans- 
late the font information sent to it, the 
machine looks instead for a resident font 
with the same name and size as the one 
your document is sending. If you can live 
with these restrictions, you can cut the 
cost of a laser printer in half The least ex- 
pensive H-P LaserJet retails (or around 
$2500. 

Printing Alternatives 

Before you invest in a laser printer you 
might want to consider taking your docu- 
ments to a printing service. Most small 



publisliing businesses which print things 
like letterhead and business cards do 
much of their work on computers using la- 
ser printers, and most of these will publish 
your files for a fee. Unfortunately, most 

1 currently use either Macintosh or IBM 
computers (both entei-ed the DTP field be- 

, fore the Amiga). If you can find one using 

: an Amiga system (the number is sure to 
grow) chances are they will sell you time 
on their system for as little as one dollar 

j per page. 

If you can't find a print shop with an 
Amiga and a Itiser printer, there is one 
other possibility you might want to ex- 

I plore before hocking the family car for a 
PostScript printer If your DTP program 
supports PostScript (all do or can be up- 
dated to do so), you can print the file to 
disk as a re file instead of sending it to 
your printer Then, using a pi-c^-am like 
DOS 2 DOS you can convert the Amiga 
file to an MS-DOS file which an IBM DTP 
program supporting PostScript should be 
able to send to a printer I talked to sever- 
al sources who believed this approach 
would work, but unfortunately none of the 
shops in my area use IBM and PostScript 
printers, 11 almost convinced the salesman 
at ComputerLand to try it for me. But the 
deal fell through when he agreed to hook 
his demo system up to a PostScript print- 
er only if I agreed to buy the printer if it 
did work,) This approach is not a solution 
to the expensive PostScript problem, but if 
you already own DOS 2 DOS it is an ave- 
nue you might want to explore. 

If you want a color printout, your 
choices of printers are limited. Of the few 
Tve seen, only the Hewlett-Packard Paint- 
Jet delivers results worth considering for 
serious DrP applications. But the real 
cost problem with creating documents in 
color is not buying a printer, but duplicat- 
ing your pages, ff you need just a single 
copy of your document and you are happy 
with the results your color printer deliv- 
ers, you are home fi^ee. But if you are go- 
ing to distribute hundreds or thou.sands of 
copies of your puliliaition, you must take 
your finished layout to a commercial 
printer to be duplicated. Here you'll quick- 
ly find out just how expensive color ink 
can be. For every extra layer of ink (black 
plus yellow, magenta and cyan) your docu- 
ment rc»quires, you ciin expect the price to 
nearly double. It is true that color amies 
attention-getting impact, but it will have 
an equally dramatic impact on your 
checkbook. 

If it is so expensive, then why consider 
color? Effectively used, color can increase 
sales (assuming you are selling your pub- 
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lication). At the newspaper where I work, 
studies have shown the effect of color on 
rack sales of newspapers. A customer's 
eye is caught more quickly by weIl-<ione 
color than black and white, and that 
translates into increased sales — every day 
that we include color on the front page, 
rack sales increase. After the study front- 
page color became mandatoiy. Color does 
cost more, but increased sales can often 
justify its use. 

There will always be a better 
product, a cheaper price, a 
better business atmosphere 
somewhere on the horizon. 

Lacking the funds for a laser printer, 
your best bet is a 24-pin dot matrix. De- 
pending upon the program driving the 
printer, your results will be either accept- 
able or embarrassing, but rarely profes- 
sional. These printers have one enduring 
quality — they are affordable (my Star 
NB24-10 cost under $400). But even at 
their best, dot matrix printers do not ap- 
proach the beauty of a laser printout. For 
school newsletters, handouts, inter-office 
documents, etc., they may supply all the 
visual punch you need, but for profession- 
al printouts, the present crop of dot matrix 
printers just can't produce. 

Summary 

Whether you just want to turn out an 
occasional give-away newsletter or pub- 
lish for profit, you can do it all with your 
Amiga and the right add-ons. How seri- 
ously you become involved is restricted 
only by your checkbook and talent. Desk- 
top publishing is not for eveiyone, but if 
you have information or ideas you need to 
share, desktop publishing is an applica- 
tion you should seriously consider. For 
professional appearance and user-con- 
trolled power all Jit an affordable price 
(compared with traditional publishing 
methods) there is nothing on this earth 
which surpa^es good desktop publishing. 

Establishing a successftil desktop pub- 
Ushing business takes time, training, 
tools and money. Having the best hard- 
ware and software to do the job doesn't j 
guarantee success. The bottom line is 
you— it takes writing, artistic and pub- 
lishing skills as well as good business 
sense and a willingness to work hard to 
succeed. Don't get into desktop publishing 
just because it looks like fun (even though 
it can be). The hai'dware and software to 



The Dreaded C: Cost 

How much is all this going to cost you? 
That of course depends upon how profes- 
sional you ivani yvur rvsuUx to appear and 
how much equipment yvu already haue on 
hand. 

Entry-level Setup 

Depending upon which desktop publish- 
ing program you buy, you may be able to 
get by with as little as 512K memory, but 
to avoid a lot of disk changing, you'll want 
to expand your system's memory to one 
megabyte or more as soon as possible. Ail 
the current DTP programs allow you to 
type text directly into a layout, but to get 
serious and to save a lot of time, you'll 
need a good word processor. The only other 
requirement is a printer With that inex- 
pensive system you could begin your pub- 
lishing career. You wouldn't be able t« 
compete with USA Today, but you should 
be able to produce some decent-looking 
documents. Going this route, you could 
, get your feet wet for under $200, iLssum- 
j ing you already have an Amiga, monitor, 
word processor and printer. 

If you are starting finm scratch, a mini- 
mum setup using an Amiga 500 with ex- 
ternal drive and monitor, a copy of Pu6- 
lisherPlus (the least expensive), a word 
processor and a dot matrix printci- would 
probably cost between $1500 and $2000. 

Professional Set up 

At the most professional level of desk- 
top publishing you would want an Amiga 
•wiiii expanded memory (2MB or more), a 

publish professional pages is available to- 
day, but to orchestrate all that into a pro- 
fessional piioduct requires skills: writing, 
editing, pjige design, selling and business 
management. If you have the right stuff, 
operating your own desktop publishing 
shop can not only be satisfjing, but profit- 
able. It is not unoimmon for a successful 
desktop publishei- to recoup his or her ex- 
penses in the fii^st year of operation and 
bank profits in excess of $20,000 or more 
in the second year. 

The Never-ending Story 

The pursuit of the ultimate DTP system 
is never-ending. There arc and will always 
be new products, improved products, 
unique products which you will want to 
add to your system to make it peifonn fas- 
ter, squeeze out more quality, reduce ex- j 
penses or bypass production bottlenecks. 
There was a time when an electronic type- 
writer was the ultimate personal publish- i 



20 or 40MB hard disk drive, a copy of Pro- 
fessional Page, a few font and clip art 
disks, and a good word processor to begin. 
Add to that a couple of graphic programs 
like DeluxePaint U or PhotoLab, the 
AProDraw tablet, a terminal program 
and a modem to import files from other 
systems. If you intend to include photo- 
graphs in your documents, you'll either 
need software and hardware (like Digi- 
View) to digitize the images or be willing 
to pay a print shop to screen them (con- 
vert them to printable dot patterns) so you 
can physically insert them in youi' lay- 
outs. 

All that would give you a good platform 
to begin, but you would still need a print- 
er, and for a commercial operation that 
means a laser. You could save some mon- i 
ey by going with an H-P (Hewlett-Pack- , 
fird, bottom line cost^2700), but eventu- 
ally you'll Wi^nt one which supports the 
PostScript language, {that purchase wiU 
chip at least $4500 from your saving ac- 
count!, and we're still talking about black 
and white documents (if you want color, 
you're Udking really big bucks). And no 
publishing shop is complete without a 
photocopier and enameled paper for your 
finished documents. With such an exten- 
sive setup you could easily spend $10,000 
or more. But such a setup would also allow 
you to compete with anyone in the desk- 
top publishing industiy 

If you have any reservations about your 
needs for desktop publishing capabilities, 
I suggest you begin with a bare-bones 
setup (with a good printer) and add to it as 
demands increase and profits appear. 

ing machine; today those machines are re- 
served for mundane chores like address- 
ing envelopes. A similar fate will someday 
overtake today's computers and desktop 
publishing programs. But for now (and 
probably far into the fiiture) desktop pub- 
lishing is a powerfld force in the publish- 
ing industry. When or if you get involved 
should l« determined by your personal 
.situation. But if you keep waiting for the 
ultimate DTP program, or the right-priced 
printer, or just the right business atmos- 
phere, your time will never come. There 
will always be a better product, a cheaper 
price, a better business atmosphere some- 
where on the horizon. The products for 
professional, profitable desktop publish- 
ing are here today; what you do with these 
opportunities will influence youi- own 
horizons. 

Oh yes, for those wondering what hap- 
pen to Zak, the would-be small- town pub- 
lisher? He left the Times about a year 
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after the AP stoty broke and has now sui'- 
rounded himself with CRTs, keybom-ds 
and at ieast one laser printer and is ab- 
sorbed in the dream he had in 1985— per- 
sonal desktop publishing. He hasn't re- 
turned to his hometown yet to start a 
newspaper, but he seems to be on the right 
road—he edits and publishes two weekly 
newsletters entirely with desktop publish- 
ing products. 

In developing this article 1 tested and 
used do/iins of programs some of which I 
mentioned by name. Those mentioned do 
not begin to exhaust the powerful publish- 
ing aides available for the Amiga user. 
They are simply the ones with which I am 
familiar You may find others you prefer 
or which ait! even superior to those I use. 
The imjwitiince is not the name of the 
program you use, but whether it will per- 
form the task you require. 

If you decide to join the ranks of Amiga 
desktop publishers, there are dozens of 
books which can help you fine tmie your 
system and artistic skills. 'l\vo I can rec- 
ommend: 

The Art Of Desktop Puhlishmg (2nd edi- 
tion) by Bove, Rhodes and Thomas; pub- 
lished by Bantam Computer Books 

Art Dirvdors Annual, a collection of 
winning newspaper, magazine, promotion- 
al and illustrations by Watson-Guptill 
Publiaitions. Q 

Companies 



Brown-Wagh IHibliahing Co. 
16795 Larli Avenue 
Suite 21U 

Los Gate, CA 95030 
14081 39;'i~TaT8 
PuMHJurWtn $99,95 

Central Coasl Soflwun> 
268 Buwie Drivn 
Lm Osos, r:A 9M03 
(805) 52M9Q6 
D0S2D0SSMJ» 

Electtonic Aits 
1820GatewavDri\T; 
SanMaU.(o,CAiM404 
(4151 571-7171 

Ikiiad'lnMAih mB.% 

MuitPnin/W $129.95 

Gold Disk 

aniDunvnnDiin:. #13 
MisEissauea, Ontario 
I5M2C2 
Canada 
(416)828-1)91;) 
Ptvfesnioniil I'tvfe tm.m 
PoffeSi-tlir S149.9,') 
ComjoSf(«iTS99.KJ 

Infinity SoAwaiF, Inc. 
1144 65th SHwl 
SuilcC 

Emen-ville, CA 94608 
(+15)420-1551 
SAatejJfun^.' Ttx Page 
/n^raftir $225.00 



IntcrAdive Software 
2521 S. Vista Way 
Suite 2» 

Caiiibail,CA 92008 
(6191434-5327 

MJmjSt'anii 
9!(9BSWf'V'(iWQy 

Hoaiton, TX 77074 
(71,3)988-2818 
CiJ>ft«A 1199.95 

701JadtsKi,Suit£3B 
TbiJtka,KS 66603 
1913) 354-1146 
Digi-View $199.95 

PrefjresBive Peripherals 
& Softwun; 
464 Kalamnth Street 
Dcniw CO 80204 
(TOi 8254144 
P/Jfmatf $69.95 

R&!)L ProdiidiotK 

11-24 46t)l Avenue 
ImH LHland. NY 11101 

(12 A 1 2 tabtet and stylus) 

Sofllj>(5ikC«i»ration 
11131 South lb*™ Squatr, 

Suite ¥ 

St. Louis, MO 65123 
Publiikiii^ Partner 
Pwfes.imiia!im.% 



Amiga Software Reviews/ excellence! - 

I Continued from pane 44 

Excellence! aWovjs for 
compatibility with almost 
every type of printer on the 
market. 



wliich will load the document as it ap- 
peared_ when l;Lst siived. 

Excellence! will support any d(x;ument 
written with the Scribble! word processor 
without any modification, 

lb add some spice to your text, you may 
have up to 120 fonts at a time, depending 
ujxin available memory. The number of 
diflbrcnt fonts available to you is only 
limited by the number of fonts on the 
Workbench disk. 

One of the nicest features of excellence! 
' is its ability to import, low-, medium- and 
high-resolution IFF graphics into your 
document. These are treated just like text, 
allowing you to scale and clip the picture 
the way you want. The only thing you 
can't do is search and replace them within 
your document, 

lb give your screen a professional ap- 
pearance, caniage returns, margin 
boundaries and special characters are hid- 
den until you choose othenvise. The page 
preview mode allows you to display your 
docmnent on the sciieen as it will appear 
in print (provided you are using the inter- 
laced screen mode). 

Then Comes the Clean-up 

For a close-to-perfect document, use the 
90,000-word spelling checker, thesaurus 
and grammar checker. You Kin store the 
dictioniirj' in KAM and check spelling as 
you type (this iiequircs one megabyte). If a 
word is not found in the dictionary, you 
may choose to create your own user-dic- 
tionary. The thesiiurus gives you ant- 
onyms and synonyms for any word in your 
document— jast highlight the word and 
then search for the synonj™ or antonym 
you want. Onre your document is fin- 
ished, you may wish to use tlie gi-ammar 
checker to search for common errors. 
When finisbisl exiunining yom- document, 
it will list th(! numlrer of problems, the 
dtx'ument's reading level, st^itistics (e.g., 
ttitjil number oi' words, sentences, etc. I, 
and much more. 

An Excellent Print 

When you am ready to print your docu- 
ment, choose from four types of printing 
modes: Normal (prints in WYSIWYG for- 



mat, including fonts and gi-aphics), NL(i^ 
(prints only text for near-letter quality), 
Draft (prints only text, quicker than NLQ 
but not as good print quality), and Post- 
Script. The PostScript option allows you to 
print to any PostScript-cximpatible la.ser 
printer. You can also choose the print den- 
sity, paper type, number of copies to print, 
etc. One of the nicest features of exre/- 
lence! is its ability^ to dump a document to 
any printer available in Preferences. This 
allows for compatibility with almost every 
type of piinter on the market. 

Recommended System 

Excellence! is an extremely powerftil 
word processor that requires a powerful 
Amiga system. You will need the follow- 
ing eijuipment to tvike advantage of aW 
tlie featuiies: two disk drives, one mega- 
byte of memory and a good printer. Al- 
though the manual states that you can 
use only one disk diive, you'll be doing a 
lot of swapping. 

You can use excellence! with only 512K, 
but there are some things you should be 
aware of. First, you will run out of mem- 
ory ifyou trj' to check grammiir on a docu- 
ment greater than four pages. Second, the 
spelling checker needs to be loaded into 
RAM in oi-der to maintain its speed, and 
with 512K you will notice typing delays 
while it checks your work. These are the 
only major disadvantages 1 have encoun- 
tered while working with iLxcetlence! in 
512K. However, I liighly recommend you 
have the extra memoiy even though it is 
not required. 

Summan- 

Miile working with excellence!, I have 
encountered typing delays of up to 30 sec- 
onds when cutting, pasting an(]i deleting 
blfx;ks of text. Also, the general operating 
speed could be increased as well. The MSS 
technical support team attributes the 
sluggishness to the fact that it's a bit- 
mappt^l word proces,sor, so everything has 
U) Ix; constantly re-drawn. However, thert 
is a new version in the works which will 
not only increase the operating speed but 
also add more options. 

Excellence! combines the powerful fea- 
tures of both a word processor and desktop 
publisher into one package! You will find 
many nice functioas and optioas that are 
available tin no other woitl piiocessor. lb 
receive (nx techniciil support from MSS, 
be sure to send in your warranty card. 
Whether you are an amateur writer, pro- 
fessional writer, or college student, excel- 
lence! combines the right features for 
even'one! B 
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64 and 128 Software Reviews/Road Runner - 



Continued from page 16 

pay many tolls along his road to success. 

First, let's look at the title character. As 
the name would imply, your bird is noted 
for land speed. In a word, this fowl is fiist. 
With rocket acceleration, incredible 
quickness and superb cornering ability, 
^e Road Runner might be considered the 
Formula Racer of the bird kingdom. Now 
you see him, now you don't. But like his 
auto counterpart your hem also needs 
some "gas" to keep moving; and that's the 
catch. 

As your winged wonder is buzzing down 
the road, you will notice that he will peri- 
odically come upon hefty piles of birdseed. 
This is your Runner's food fuel. By pass- 
ing directly over the grain, your bird can 
quickly gobble the grub, keeping nour- 
ished and fit. But if the heat of the hunt 
causes your surrogate to bypass a few too 
many of these piles, his energj' will even- 
tually be sapped, leaving him coDapsed 
helplessly on the pavement — a sitting 
duck, of sorts, lb help you keep abreast of 
the Road Runner's hunger pains, a Seed 
Meter—which uses a handful of rapidly- 
draining bowls of seed to represent your 
bird's waning verve — is provided at the 
screen's upper edge. Keep an eagle eye on 
the seed meter. 

Now in a foot race, Mr. Coyote wouldn't 
Htand a chance against your speedster. 
But this cj-ailj' creature, realizing his limi- 
tations, has equipped himself with all 
kinds of contraptions to try to even the 
odds. He'll come at you on rocketback, 
skateboard, supercharged pogo stick and 
booster jets, using everything from land 
mines to aerial bombs to do you in. And 
talk about resilience. Wile E. can be run 
over, blown up and shot a dozen times, 
and he'll just pause for a second, shake it 
off and keep on coming. You can't afford to 
slow down for a second. Even a glancing 
blow fh)m one of his persistent paws will 
snatch away one of your five lives. 

But even with this dangerous Coyote on 
his tail, the Road Runner can't spend too 
much time looking over his shoulder, for 
what's appi-oacliing can be just as deadly. 
The highway course is divided into four 
separate sections, each presenting its own 
pitfalls. The initial segment starts you off 
running headlong into oncoming traffic 
on a four-lane spread, asking you to pick 
up seed while dodging the bumpers of 
speeding trucks. The next area contains a 
narrow zigzag course to be negotiated, fol- 
lowed by a length of road in a nonstop fall- 
ing rack zone. 

Survive this and it's on to phase three, a 



frustrating stretch of intersecting high- 
ways that offers \'er>^ few through streets 
and plenty of dead ends. You'll find your- 
self retreating more than advancmg as 
you run into a multitude of impasses, in- 
cluding a few ball-spitting ciinnons which 
have Ix'en included to keep you on your 
toes. And then there's the final section, 
which first pits you against Wile E. the 
bombardier, and then tests your leaping 
ability over a series of hair-raising ra- 
vines. One wning move, and it's an un- 
scheduled free fall. If you're lucky enough 
to survive this four-part trial, you'll get to 
fitiirt it all over agiiin with added obsta- 
cles, like more tiircks, rocks and land 
nrines. The going can get pretty rough, 
and chances are that you'll run out of lives 
long before you run out of road. 

Raid Run!ie!-'s scoring system is well 
designed, leaving enough strategic lati- 
tude to keep you forever scheming. Not 
only can you earn points by avoiding haz- 
ards, collecting seed and covering ground, 
but you will also be rewarded if you can 
get any of the traps to backfire on the 
Coyote. Sidestep an onrushing truck at 
the last second, and your nemesis in pur- 
suit is bound to get grilled. Jump over a 
cannon ball and see if it doesn't help Wile 
E. cut down his waistline. And then 
there's my favorite .setup, where you rush 
at a land mine and quickly cut away, 
watching the wide-eyed Coyote skid by 
and trigger the fireworks. What {unl It's 
just like the cartoon. 

As far as visuals go, Mindscape hasn't 
missed a detail. The colors are perfect, 
with brown and yellow hues painting a 
sandy desert against a clear blue sky The 
fandsaipe is dotted with all the appropri- 
ate ground-hugging vegetation and rocky 
outcrops, with variorrs imjMsing stone for- 
mations climbing to backdrop every scene. 
And all these beautiful graphics are ac- 
cented by some spectacular arrimation. It's 
all here; pinwheeling legs, turning heads, 
reaching arms and flapping ears. And if 
your bird does slip and inadvertently set 
off an occasional explosion, you'll get to 
witness one of the funniest shocked reac- 
tions ever portrayed on a computer moni- 
tor It's terrific stuff, all presented with a 
musical soimd track covering everjlhing 
from "Flight of The Bumble Bee" to the 
famed Looney Thnes sign off. And yes, 
when prompted, yorrr surrogate will even 
let out a engine- 1 ike "p-u-u-n-c" or his sig- 
nature "Beep-Beep." It's a thoroughly pro- 
fessional job. 

Move quick and act like Wile E. Coyote. 
This is a R(xid Runner you definitely 
want to catch. n 



Inside Q-Link/Handling Archives 

Cimtiniied frtmi pat^e HO 

tax and options with most versions of ARC 

Besides the obvioris usefulne^ of com- 
bining and compacting files for telecom- 
munications work, ARC ciin be a very 
himdy utility for other purposes too. I usu- 
ally have trouble re^membering how to use 
all the various utilities I collect from the 
boards, so I try to put a bunch of documen- 
tation files intf) one archive file. Mosi ver- 
sions of ARC include an option that lets 
you display or' print a file fixim within an 
archive file without extracting the file and 
writing it t<) disk. 

So you can keep a number of documen- 
tation files handy without taking up 
much space on your disk. If you have sev- 
eral documentation archives and forget 
what files are where, you can always list 
the contents of imy archive to find the file 
you want. Plus, if you get a later update of 
a program, you can replace the existing 
copy of any given file in an archive with 
the update option of ARC. 

I'm sure this only aratches the smface 
of what you can do with the ARC utility, 
but I hojx; it helps get rid of some of the 
confusion over how to handle file archives 
downloaded from the system. There are 
several other similar utilities in use, such 
as LYNX, LIBrary, Compress and Uncom- 
press, self-dissolving archives, and others, 
each using sfjecific file suffrxes to indicate 
which utility was used to create the file. 
Always be sure to check a file's comments 
and description on Q-Link to see if a spe- 
cial vereion of a utility is needed. If you're 
still having troubles, check the Begirmer's 
section of Q-Link for additional help. 

On the other hand, when uploading ar- 
chive or compressed files to Q-Link, he 
sure to use the proper file suffixes and in- 
clude a quick comment in the file descrip- 
tion to indicate how the file was created. 
Also, try to keep the size of archive files to 
a reasonable length. It's usually easier to 
download a few medium sized files than 
one very large file. If unsure how big a 
given archive file will be, you can always 
create it in stages. The ARC utility allows 
adding files to an existing airhive file. So 
put a few files into the original archive file 
and check the file size as you add the addi- 
tional files. If you go a little too far, you 
can even delete a file from an archive file. 
Guess that's it for this month. Please let 
me know if you have any thoughts or sug- 
gestions for future colunms. As usual, 
you can reach me via E-Mail to "RBaker" 
almost daily By the way Fm now on PC 
Link too where you can reach me via 
E-Mail to "RBaker PC", B 
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Protectors 



COMPUTER DIRECT 



WE WON'T BE UNDERSOLDI 



Prices Expire 1-31-89 



Complete C64c 
Commodore System 



FREE 

GAMEI 




• Commodore 6Ac Computer 

• 154) II Disk Drive 

• 1 J" Monochrome Monitor 

• Genuine IBM® Printer With Interface 
And One Roll CM Paper 

• GEOS Progrom For Word Processirtg S Drowing 

Our Low Sale Price 



385 



95 



Liiit $825 



C128D Computer 




• Full 128 Detached Keyboard 

• 1571 Drive With 12aK 01 User Memory 
Expar»dable To 640K 

• 3 Operation Modes 
(C64.C128, 8CP/M,Ver.3.0) 

• 40/80 Column Output, 16 colors 

• Fro« Programnwr'i lt»f»r»nca Guide 

Our Low Sale Price 

95 



1 2" Amber 
Monitor 




2 Yeor Limited 

Monufoclurer'i 

Worranty 



.!![>^MDEK 



^419 



List $549 



• High Resolution 
' 90 Column 

• 1000 lines At Center 

• Greot For Business 

• Fantastic Value 



Our Low Sale Price 



$ 



79 



List $329 



5%" Floppy Ditkf 



19 



•ach 



Doublo Sided 
Doublo Donstty 

Mmimum Quontity 50 
Moiimum Quantity 250 

Box of SO S9.S0 |19' «ach) 

{wittiou! sleeves] 

Box of SO SIO.M {3V «ach) 

(with ileevss) 

Box of 100 [no limit) . . . *34.00 (14' •och) 
{witht liiKivos & labels) 



Economy Sleeves .... $1,00 per quart ily of 50 

Disk Lobols S3. 95 par quantity of tOO 

Disk Notchers $3.95 aoch 



3Mi"DS-DD 
iWicro Disks 




COMMODORE 

C64c 

COMPUTER 






OUR LOWEST SALE 

PRICE 

EVBR ON THE 64c 



NEW Hi-Speed mo 180-11 

• 1 80 CPS • Llfoffime Warranf y ' 




Quontlly of ID . . »11.WI (t1.1« »ach) 
Quantity of SO . . t$4.S0 (t1.»l •och) 
Quantity of 100 199.00 (W oach) 



M19 



95 



List S249 



• 2 yr. Immediate Replacement 

• Dot Addressable Graphics 

• High Speed Dot Matrix 

• Italics - Elite - Condensed - Pica 

• Tractor/Friction Feed 

• Centronics Parallel Port 

• * Lifetime Warranty on Print Head 
■> 8K Print Butler 

• Near Letter Quality from Front Panel 

• Low Cost Adapters available 



Our Low Sale Price 

$lilA95 



149 



Lilt $499 



IMMIDIAnANSWU 



^^ ■■■■■■■■■('■••■■ 9%wmmwfum 

m 800 - BUY - WISE ^ 



Call 



800 ■ 289 ■ 9413 



fMall 



We Love Our Customer%l 

COMPUTER DIRECT 
22292 N. Pepper Rd. 
Barrington, IL 60010 



BEST SERVICE IN THE USA''^^'""""""'''' 

• Fast, Low Cost Delivery • 15 Day Home Trial • Free Technical Assistance 

• No Credit Card Fees • 90 Day Immediate Replacement • Free Catalogs 



Genuine IBM® Printer 

SVi" Letter Size • 80 Column 
Limited Quantities 




• Uppers Lower Case 

(with true lower descenders) 

• Advanced Dot Motrix ■ Heot Tronsfer 

• Graphics With Commodore, 8 Apple Interfaces 

• Ready to Hook Up To Serial Port Of IBM® PCjr. 

• Low Cost Adapters For IBM®, Apple, 
Commodore, & Loser Computers 

■ LJnderline S Enlarged 

Our Low Sale Price 

^^ ^^ ListS199 



300/1200/2400 BPS 
External Modein 




Modem 2400 Features: 



• 2400 BAUD Bell 212A at 300/1200/2400 BPS 
' Fully Hayes Compatible 

' 7 System Indicator Lights 
' Both Tonc& Pulse Dialing 

• Built-in Speaker with Volume Control 

• Buffer That Holds Up To 40 Characters 

• Stores Dialed Numbers 

■ Separate Line and Set Connectors 

• Uses RS-232C Interface (Cable Required) 



Our Low Sale Price 



114 



Lilt $349 



VISA 

MASTER CARD 

COD 



800K Z'A" 
Disk Drive 

Commodore 158J Works With C64/C64C, 

andC128/C128D. 

Ovar BOOK Bytes of Formatted Storage On 

Double-Stded 3.5" Microdiskettes. 



O 




13" Color Composite 
Monitor 




Our Low Sale Price 

$ 1 V A95 



179 



List $349 



1541-11 
Disk Drive 




• AntiGlore Screen 

• Audio Speoker 

• Volume Control 

• Block Matrix Tube 

• Horizontal Resolution 260 Lines 

• Includes Composite Coble 

Our Low Sale Price 

$1JIA95 



149 



List S329 



300/1200 BPS Migent 
Pocket Modem 

Free Terminal Software 



Our Low Sale Price 

$1CII95 



159 



List $299 



•Hayes compatible 

• Runson AC or battery 

• Turns on/off automatically 

• Small enough to put in your pocket 

• Plugs directly into your serial pon on 
many computers 

• Eiasy to use; no switches to set 

• On-screen status lights show call progress 

Our Low Sale Price 



99 



List S41.1 



Prices do not inciudc Shipping Ctiargcs. Call lo kc[ Your L 




HOW TO ENTER PROGRAMS 

The programs which appear in this 
magazine have been run, tested and 
checked for bugs and errors. After a pro- 
gram is tested, it is printed on a letter 
quahty printer with some formatting 
changes. This listing is theij photo- 
graphed directly and printed in the maga- 
zine. Using this method ensures the most 
error-free program listings possible. 

Whenever you see a word inside brack- 
ets, such as [DOWN], the word represents 
a keystroke or series of keystrokes on the 
keyboard. The word jDOWN] would be 
entered by pressing the cursor-down key. 
If multiple keystrokes are required, the 
number will directly follow the word. For 
example, |D0\VN4| would metm to press 
the cursor-down key four times. If there 
are multiple words within one set of 
brackets, enter the keystrokes directly 
afler one another. For example, [DOWN, 
RIGHT21 would mean to press the cursor- 
down key once and then the cursor-right 
key twice. Note: Do not enter the commas. 

In addition to these giaphic symbols, 
the keyboiuxi gi^aphics are all represented 
by a word and a letter. The wonl is either 
SHFT or CMD and represent.s the SHlPr 
key or the Commodore key. The letter is 
one of the letters on the keyboard. The 
combination [SHFf E] would be entered 
by holding down the SHIFT key and 
pressing the E. A number following the 
letter tells you how many times to type 
the letter. For example, [SHFT A4,CMD 
B3] would mean to hold the SHIFT key 
and press the A four times, then hold 
down the Commodore key and press the 
B three times. 

The following chart tells you the keys to 
press for any word or words inside of 



brackets. Refer to this chart whenever you 
aren't sure what keys to press. The little 
graphic next to the keystrokes shows you 
what you will see on the screen. 

SYNTAX ERROR 

This is by far the most conunon eiTor 
encountered while entering a program. 
Usually (sorry folks! this means that you 
have typed something incorrectly on the 
line the syntax error refers to. If you get 
the message "?Svntax Error Break In 
Line 270", type LIST 270 and pi-ess 
RETURN. This will list line 270 to the 
screen. Look for any non-ob\ious mis- 
takes like a zero in place of an or vice- 
versa. Check for semicolons and colons re- 
versed and extra or missing parenthesis. 
All of these things will cause a syntax 
error. 

There is only one time a syntax error 
will tell you the "wmng" line to look at. If 
the line the syntax error refers to has a 
fimction call (i.e., FN A(3)), the syntax 
error may he in the line that defines the 
function, rather than the line named in 
the error message. Look for a line near 
the beginning of the program (usually) 
that has DEF FN A(X) in it with an equa- 
tion foUo^ving it. Look for a typo in the 
equation part of this definition. 

ILLEGAL QUANTm^ ERROR 

This is another common error message. 
This can also be caused by a typing error, 
but it is a little harder to find. Once again, 
list the line number that the en-or mes- 
sage refers to. There is probably a poke 
statement on this line. If there is, then the 
en-or is referring to what is trjing to be 
poked. A number must be in the range of 



H"[HOME|" -UNSHIFTED CLfV HOME 

n "[CLEAUr =■ SHIFTED CLR/HOME 
H '[DOWN)" -CURSOR DOWN 

n "[UPr-CURSORUP 
n "[RjaHTr - CURSOR RJQHT 

n "[LEFTr- CURSOR LEFT 
R -IRVSI-oCOKTROLS 

I -IRTOFFr'- CONTROL 
JH "|BLACK|--C0NTR0L1 

[1 "IWHiTEl"- CONTROL a 
H'lREDI" •CONTROL 3 

y "iCyANI"- CONTROL 4 JJ |GBA¥31"- COMMODORE S 

GRAPHIC SYMBOLS WILL BE REPRESENTED AS EITHER THE LETTERS 
SHFT (SHIFT) AND A KEY ("[SHFT Q.SHFT J, SHFT D,SHFT SI") OR THE 
LETTERS CMDR (COMMODORE) AND A KEY ('-[CMDR Q.CMDR 
G.COMDR Y.CMDR H["). IF A SYMBOL IS REPEATED, THE NUMBER OF 
REPITITIONS WILL BE DIRECTLY AFTER THE KEY AND BEFORE THE 
COMMA {"[SPACE3,SHFT S4.CMDR MZl"). 



3 'IPURPLEr' -CONTROL 5 

n "IGREENr- -CONTROL 6 
n ■■|BLUEl" = C0NTRQL7 

K '-IVELLOwr = CONTROL 8 
fj "lORANOEl"- COMMODORE 1 

P "IBROWNl" -COMMODORE 2 
71'% REDI" -COMMODORE 3 

n"iaRAVir'-CDMM0D0RE4 
^ "IGRAYai" ^COMMODORE 5 

I] -IL. OREENI" -COMMODORE 6 
f] "IL BLUE l" -COMMODORE 7 



□ ■■[Fir-Fi 

|p-=F2 

g"lF31- = F3 
B "iF4]"-F4 

[[■■IF61'- = F5 

S--|rai"-F6 

||-|F7)"=F7 
■ ■■[FS|-- = F8 

(*|-IPOUNO|" = ENGLISH 



POUND 



y "[SHFT '|- = PI SYMBOL 
ffl -IT'-UPABEOW 



zero to 255 to be poke-able. For example, 
the statement POKE 1024,260 would pro- 
duce an illegal quantity error because 260 
Is greater than 255. 

Most often, the value being poked is a 
variable (A,X...). This error is te'lling you 
that this variable is out of range. If the 
variable is being read from data state- 
ments, then the problem is somewhere in 
the datii statements. Check the data 
statements for missing commas or other 
typos. 

If the variable is not aiming from data 
statements, then the problem will be a lit- 
tle harder to find. Check each line that 
contains the variable for typing mistakes. 

OUT OF DATA ERROR 

This error message is always related to 
the datii statemenUs in a progi-am. If this 
error occurs, it means that the program 
has run out of data items before it was 
supposed to. It is usually caused by a prob- 
lem or typo in the data statements. Check 
first to see if you have left out a whole line 
of data. Next, check for missing commas 
betWLHjn numbeiis, Reading datii Cmm a 
page of a magsizine can be a strain on the 
brain, so use a ruler or a piece of paper or 
anything else te help you keep track of 
where you are as you enter the data. 

OTHER PROBLEMS 

It is important to remember that the 64 
and the PET/CBM computers will only ac- 
cept a line up to 80 characters long. The 
VIC 20 will accept a line up to 88 charac- 
ters long. Sometimes you will find a line 
in a program that runs over this number 
of characters. This is not a mistake in the 
listing. Sometimes programmers get so 
carried away crunching programs that 
they u.se abbreviated commands to get 
more than 80 (or 88) characters on one 
line. You can enter these lines by abbrevi- 
ating the commands when you enter the 
line. The abbreviations for BASIC com- 
mimds Jire on pages 133-134 of the VIC 20 
user guide and 130-131 of the Commodore 
64 user's guide. 

If you type a line that is longer than 80 
(or 88) characters, the computer will act as 
if everything is ok, until you press RE- 
TURN. Then, a syntax error will be dis- 
played (without a line number). Many 
people write that the compute'r gives them 
a syntax erroi- when they type the line, or 
that the computer refuses to accept a line. 
Both of these problems are results of typ- 
ing a line of more than 80 (or 88) charac- 
tere. 
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How to Enter Programs 

THE PROGRAM WON'T RUN!! 

This is the hardest of jjixiblems to re- 
i?olve; no error message is displayed, but 
the program just dtxjsn't mn. This ciin be 
caused by many small mistakes typing a 
progi'imi in. First check that the program 
was WTJtten for the computer you are us- 
ing. Check to see if you have left out any 
lines of the program. Check each line of 
the program for typos or missing pails. Fi- 
nally, press the RUN/STOP key while the 
program is "running". Write down the line 
the program broke at and try to follow the 
progi'am backwards from this point, look- 
ing for problems. 

IFALLELSEFAIIJ5 

You've come to the end of yoiur rope. 



You can't get the program to run and you 
can't find any errors in your typing. What 
do you do? As always, we suggest that you 
try a load user gn)up for help. In a group 
of even just a dozen members, someone is 
bound to have typed in the same program. 
The user groujj may also have the pro- 
gram on a libi-iu^' disk and be willing to 
make a copy for you. 

If you do get a working copy, be sure to 
compare it to your own version so that you 
can learn fi-om your errors and increiLse 
you undersUinding of programming. 

If you live in the countiy, don't have a 
local user grxmp, or you simply can't get 
any help, write to us. If j'ou do write to us, 
include the following information about 
the progi-am you hk having problems 
with: 



The name of the program 
The issue of the magiizine it was in 
The computer you arc using 
Any error messages and the line 

numbers 
Anything displayed on the screen 
A printout of your listing (if 

possible) 
All of this information i.s helpfiil in an- 
swering your questions about why a pro- 
gram doesn't work. A letter that simply 
states "I get an error in hne 250 whenever 
I run the program" doesn't give us much 
to go on. Send your questions to: 
Commodore Magazine 

1200 Wilson Drive 

West Chester, PA 19380 

ATTN: Progi'am Pi-oblem 

Have ftin with the programs! Q 



HOW TO USE THE MAGAZINE ENTRY PROGRAMS" 



The Magazine Entry Programs on the 
next pages are two BASIC machine 
language programs that will assist you in 
entering the programs in this magazine 
correctly. Therc arc versions for Ixith the 
Commodore 64 and the Conmicxlore 128. 
Once the program is in place, it works its 
magic without you having to do anything 
else. The program will not let you enter a 
line if there is a typing mistake on it, and 
better yet, it identifies the kind oi" error for 
you. 

Getting Started 

T^-pe in the Magazine Entiy Program 
carefully and save it as you go along (just 
in easel. Once the whole program is typed 
in, save it again on tape or disk. Now 
RUN the program. The word POKING 
will appear on the top of the scit'en with a 
number. The number will incix'inent from 
49152 up to 49900 (4864-5545 on the 128) 
and just lets you know that the program is 
running. If everything is ok, the program 
will finish running and say DONE. Ilien 
type NEW. If there is a problem with the 
cteta statements, the program will tell you 
where to find the problem, Othenvise the 
program will say "mistake in datii state- 
ments." Check to see if commas are miss- 
ing, or if you have used periods instead of 
commas. Also check the individual data 
items. 

Once the program has run, it is in 
memory ready to go. To activate the pro- 
gram type SYS49152 (SYS4864 on the 
128), and pre^ RETURN. You are now 
ready to enter the programs from the 
magazine. To disable the Entry Program, 
just type KILL [RETURN I on the G4 or 



SYS4867 on the 128. 

The checksums for each line are the 
same for both the 64 and 128, so you am 
enter your 64 programs on the 128 if you'd 
like. 

Typing the Progrdms 

All the BASIC program listings in this 
magazine that are for the 64 or 128 have 
an apostrophe followed by four letters at 
the end of the lino (e.g., 'ACDF), If you 
plan to use tlie Magazine Entry Progi'am 
to enter your progriims, the apostrophe 
and letters should be entered along with 
the rest of tlie line. This is a checksum 
that the Magazine Entry Program uses. 

Enter the line and the letters at the end 
and then press RETURN, just as you nor- 
mally would. 

If the line is entered correctly, a bell is 
sounded and the line is entered into the 
computer's memory (without the charac- 
ters at the end). 

If a mistake was made while entering 
the line, a noise is sounded and an emir 
message is displayed. Read the error mes- 
sage, then press any key to erase the mes- 
sage and correct the line. 

IMPORT.^NT 

If the Magazine Enti^' Program sees a 
mistake on a line, it does not enter that 
line into memory. This makes it impossi- 
ble to entei' a line incorrectly. 

Error Messages and 
What They Mean 

There are five error messages that the 
Magazine Entry Program uses. Here they 
are, along with what they mean and how 



to fix them. 

NO CHECKSUM: This means that you 
forgot to enter the apostnjphe <md the four 
letters at the end of the line. Move the 
cursor to the end of the line you just typed 
and enter the checksum. 

QUOTE : This means that you forgot (or 
added) a quote mark somewhere in the 
line. Check the line in the magazine and 
correct the quote. 

KEYWOHI): This means that you have 
either forgotten a command or spelled one 
of the BASIC key^vords (GOTO, 
PRINT . . ) incoiTectly. Check the line in 
the magazine again and check your spell- 
ing. 

# OF CH.4RACTEliS: This means 
that you have either entered extra charac- 
ters or missed some characters. Check the 
line in the magazine again. This error 
message will also occur if you misspell a 
BASIC command, but create another 
keyword in doing so. For example, if you 
misspell PRINT as PRONT, the 64 sees 
the letter P and R, the BASIC key^vord 
ON and then the letter T. Because it sees 
the key\vord ON, it thinks you've got too 
many characters, instead of a simple mis- 
spelling. Check spelling of BASIC com- 
mands if you can't fmd anything else 
wrong, 

UNIDENTIFIED: This means that you 
have either made a. simple spelling error, 
you typed the wrong line number, or you 
typed the checksum incorrectly. Spelling 
errors could be the wrong number of 
spaces inside quotes, a variable spelled 
wrong, or a word misspelled. Check the 
line in the magazine again and correct the 
mistake, B 
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Magazine Entry Pragram — 64" 



The Ma^a^Jne Entry PrograiUHart: iivallabkon disk, abn^ withulhcrpmgFamsin thi^ m^pzino, 
fiir S9.95. To unlet, tuniafi Loadstar ill I -800-83 1-2694. 



10 PRINT" [CLEAR] POKING -"; 

20 P=49152 JRDM SC0y0 (END AT 

49900/$C2EC) 
30 READ A5:IF A$="END"THEN 110 
40 L=ASC(MID$(A$,2,1) ) 

50 H=ASC(MID$(A$,1.1) ) 
60 L=L-48:IF L>9 THEN L=L-7 
70 H=H-48:IF H>9 THEN H=H-7 
80 PRINT" [HOME, RIGHT12] "P; 

90 IF H>15 OR L>15 THEN PRINT 
:PRIMT"DATA ERROR IN LINE"; 
1000 + 1 NT ((P-49152)/8) : STOP 
100 B=H*16+L:P0KE P , B :T=T+B : P=P+1 

:GOTO 30 
110 IF TO86200 THEN PRINT 

:PRINT"MISTAKE IN DATA --> CHECK 
DATA STATEMENTS" : END 



120 PRINT 

1000 DATA 

1001 DATA 

1002 DATA 

1003 DATA 

1004 DATA 

1005 DATA 

1006 DATA 

1007 DATA 

1008 DATA 

1009 DATA 

1010 DATA 

1011 DATA 

1012 DATA 

1013 DATA 

1014 DATA 

1015 DATA 

1016 DATA 

1017 DATA 

1018 DATA 

1019 DATA 

1020 DATA 

1021 DATA 

1022 DATA 

1023 DATA 

1024 DATA 

1025 DATA 

1026 DATA 

1027 DATA 

1028 DATA 

1029 DATA 

1030 DATA 
10 31 DATA 



"DONE" 
4C,1F 
0,00 
CI, 27 
C1,EA 
05, BD 
F8,60 
D9,04 
A0,0 5 
88,10 
4C,EF 
78, 4C 
A5,7A 
C9,01 
00,02 
00, 4C 
C9,3A 
C8,B1 
D0,F7 
7A,F0 
03, C0 
69,00 
18,60 
03, EE 
CE,C1 
C0,90 
C0,60 
FB,B9 
A9,12 
06,20 
BC,C2 
18, B9 
10, F7 



:END 

,00,00 

,0 0,00 

,C1,2F 

,EA,EA 

, 19, C0 

,60,A0 

,C1,D0 

,B9,A2 

,F7,A9 

,C0,E6 

,79,00 

,C9,FF 

,D0,E7 

,20,74 

,A9,Ci 

,10,02 

,7A,C9 

,B1,7A 

,37,C9 

,8D,03 

,8D,04 

,05,C0 

,06,C0 

,18,6D 

,03,EE 

,0A,A8 

,10,C0 

,20,D2 

,D2,FF 

,20,E4 

,08, CI 

,68,68 



,00,03, 
,00,0D, 

,C1,3F, 
,4C,54, 
,95,73, 
,03,B9, 
,F5,88, 
,E3,99, 
,00, 8D, 
,7A,D0, 
,A5,9D, 
,D0, ED, 
,20,2b, 
,C0,90, 
,C9,30, 
,38,60, 
,20,D0, 
,60,18, 
,22,F0, 
,C0,AD, 
,C0,4C, 
,8D,05, 
,EE,09, 
,08,C0, 
,07,C0, 
,B9,0F, 
,85,FC, 
,FF,B1, 
,C8,D0, 
,FF,F0, 
,20,D2, 
,A9,00, 



00,00 
00,21 

C1,4C 
C0,A2 
CA,10 
0,02 
10, F5 

73,00 
18, D4 
02, E6 
F0 , F3 
A5,7B 
C0,AD 
DC,A0 
30,06 
18,60 
03, C8 
C8,B1 
F5,6D 
04, C0 
8E,C0 
C0,90 
C0,4C 
8D,08 
EE,0A 
C0,85 
A0,00 
FB,F0 
F6,20 
FB,A0 
FF,8 8 
80,00 



1032 
1033 
1034 
1035 
1036 
1037 
1038 
103 9 
1040 
1041 
1042 
1043 
1044 
1045 
1046 
1047 
1048 
1049 
1050 
1051 
1052 
1053 
1054 
1055 
1056 
1057 
1058 
1059 
1060 
1061 
1062 
1063 
1064 
1065 
1066 
1067 
1068 
1069 
10 70 
1071 
1072 
1073 
1074 
1075 
1076 
1077 
1078 
1079 
1080 
1081 
1082 
1083 
1084 
1085 
1086 
1087 
1088 
1089 
1090 
1091 
1092 
1093 



DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 



02 
91 
20 
20 
0D 
45 
20 
41 
4E 
49 
48 
CB 
09 
88 
13 
Bl 
04 
C0 
03 
D9 
C8 
C2 

8D 
85 
89 
7B 
C0 
A8 
06 
BA 
00 
18 
EF 
9D 
F4 
8D 
19 
C2 
C0 
AD 
C0 
AD 
C0 
C0 
41 
19 
C2 
C0 
03 
3D 
CD 
CD 
4C 
C0 
D4 
8D 
81 
C2 
11 
C2 
04 
FD 



,4C 


,74, 


,91 


,00, 


,20 


,20, 


,20 


,20, 


,51 


,55, 


,59 


,57, 


,4F 


,46, 


,43 


,54, 


,49 


,44, 


,45 


,44, 


,45 


,43, 


,B1 


,7A, 


,10 


,03, 


,88 


,88, 


,A9 


,06, 


,7A 


,9D, 


,00 


,F5, 


,A0 


,00, 


,F0 


,F0, 


,40 


,03, 


,00 


,F5, 


,A0 


,09, 


,3C 


,03, 


,02. 


A0, 


,C1 


,20, 


,20 


7C, 


,F0 


D0, 


,C0 


4C, 


,20 


80, 


,C0, 


4C, 


,02, 


20, 


,6D, 


07, 


,C1 


88, 


,00, 


02, 


,60, 


18, 


,09, 


C0, 


,90 


06, 


,AD 


r0A, 


,AD 


03, 


,04 


C0, 


,68 


6D, 


,0C 


C0, 


,38, 


E9, 


,4C 


52, 


,8D 


0C, 


,90 


06, 


,AD 


0B, 


,A0, 


01, 


,00, 


20, 


,03, 


00, 


,3E 


03, 


,3F 


03, 


,4B 


C0, 


,A9 


20, 


,A9 


09, 


,18 


D4, 


.20 


DF. 


,4C, 


09, 


,211, 


DF, 


,A9, 


00, 


,04, 


A2, 


,CA, 


00, 



,A4 
,20 

,20 
,20 
,4F 
,4F 
,20 
,45 
,45 
,00 
,4B 
,D0 
,4C 
,BI 
,91 
,3C 
,60 
,B9 
,C8 
,F0 
,20 
,A9 

,88 
,00 
,ED 
,A5 
,24 
,CE 
,C0 
,CE 
,74 
,C0 
,A2 
,F0 
,A0 
,38 
,8D 
,C0 
,C0 
,60 
,08 
,60 
,19 
,C2 
,C0 
,8D 
,C0 
,AD 
,C8 
,17 
,00 
,00 
,98 
,80 
,80 
,60 
.C2 
,C2 
,C2 
,80 
,70 
,FA 



4B,49 
20,20 

20,20 
20,20 
54,45 
52,44 
4 3,48 
52,53 
4E,54 
4E,4F 
53,55 
FB,8 4 
94, CI 
7A,C9 
7A,C8 
03, C8 
A9,04 
00,02 
00, F5 
E6,99 
96, CI 
00,99 

10, F7 

20,58 

C1,E6 

A0,00 

02, F0 

C1,C9 

4C,CE 

01, A0 

C0,C8 

80,07 

00, B9 

04, E8 

09, C0 

AD,0A 

0A,C 

69,4 

60,0 

06, C 

C0,8_ 

07, C0 

90 



AD, 

AD 

0B 

69 

09 

AD, 

C8 

OE 

06 

4 

01 





06 
0C 



08 
C0 
41 
,C0 
,0A 
,AD 
,AD 
,20 

8,68 
0,04 
5,04 
10, A9 
i9,80 
20, A9 
A9,10 
04 ,04 
AB,00, 
60, END 



,4C,4C 
,20,20 

,2 0,20 
,20,91 
,00,48 
,00,23 
,41,52 
,00,55 
,49,46 
,20,43 
,40,00 
,FD,C0 
,88,88 
,27,00 
,A2,00 
,E8,E0 
,4C,CA 
,99,40 
,A0,00 
,00,02 
,4C,12 
,03,C0 

,A9,80 
,C1,20 
,7A,E6 
,20,80 
,06,4C 
,22,00 
,C1,20 
,00,B9 
,90,0A 
,C0,4C 
,00,02 
,C8,D0 
,69,41 
,C0,t;9 
,4C,1C 
,8D,0A 
,C0,48 
,eo,0C 
,0B,C0 
,8D,0C 
,BD,0C 
,C0,69 
,C0,E9 
,4C,67 
,8D,0B 
,CD,3C 
,C0,CD 
,0E,C0 
,0C,C0 
,CC,C2 
,4C,CA 
,80,01 
,A9,0F 
,C2,A9 
,20,DF 

,C2,A9 
, 20,DF 
,60, 3D 
,88,00 

END 
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Magazine Entry Program— 128 

5 TRAP 200 

10 PRINT" [CLEAR] POKING -"; 

20 P=4864 :REM §1300 (END AT 

5545/$15A9) 
30 READ A$:IF A5="END"THEN 110 
80 PRINT" [HOME, RIGHT12] "P; 
100 B=DEC(A$) :POKE P, B : T=T+B : P=P+1 

:GOTO 30 
110 IF T059382 THEN PRINT 

:PRINT"MISTAKE IN DATA — > CHECK 

DATA STATEMENTS" : END 
120 PRINT"DONE":END 
200 PRINT;PRINT"DATA ERROR IN LINE"; 

1000 + INT( (P-4 864) /8) :END 

1000 DATA 4C,1E,13,4C,3A,13,00,00 

1001 DATA 8E, 00, F?, 00, 42, 41, 51,57 

1002 DATA 0D,00,0D,43,08,14,0E,14 

1003 DATA 16,14,26,14,33, 14, A9, 00 

1004 DATA 8D, 00, FF, AD, 04, 03,80,12 

1005 DATA 13,AD,05,03,8D,13,13,A2 

1006 DATA 4A,A0,13,8E,04,03,8C,05 

1007 DATA 03, 60, AD, 12, 13, 8D, 04, 03 

1008 DATA AD, 13, 13, 80,05,03, 60, 6C 

1009 DATA 12,13,A5,7F,D0,F9,AD,00 

1010 DATA 02,20,5B,13,90,F1,A0,00 

1011 DATA 4C,6F,14,C9,30,30,06,C9 

1012 DATA 3A, 10, 02, 38, 60, 18, 60, C8 

1013 DATA B1,3D,C9,20,D0,03,C8,D0 

1014 DATA F7,B1,3D,60,18,C8,B1,3D 

1015 DATA F0,35,C9,22,F0,F5,6D,06 
1015 DATA 13, 80,06,13, AD, 07, 13, 69 

1017 DATA 00,80,07, 13, 4C, 75,13, 18 

1018 DATA 6D, 08, 13, 80,08,13, 90, 03 

1019 DATA EE,09,13,EE,0C,13,60,18 

1020 DATA 6D,0B,13,8D,0B,13,90,03 

1021 DATA EE,0A,13,EE,0D,13,60,0A 

1022 DATA AS, 09,14,13, 85, FB,B9, 15 

1023 DATA 13,85,FC,A0,00,8C,00,FF 

1024 DATA A9,12,20,D2,FF,B1,FB,F0 

1025 DATA 06,20,D2,FF,C8,D0,F6,20 

1026 DATA 79,15,20,A3,15,20,E4,FF 

1027 DATA F0,FB,A0,1B,B9,EF,13,2O 

1028 DATA D2,FF,88,10,F7,68,68,A9 

1029 DATA 00,8D,00,02,4C,B7,4D,91 

1030 DATA 91,00,20,20,20,20,20,20 

1031 DATA 20,20,20,20,20,20,20,20 

1032 DATA 20,20,20,20,20,20,91,00 

1033 DATA 51, 55, 4F, 54,45,00,48,45 

1034 DATA 59, 57, 4F, 52, 44, 00, 23, 20 

1035 DATA 4F, 46, 20, 43, 48, 41, 52, 41 



1036 DATA 43,54,45,52,53,00,55,45 

1037 DATA 49, 44, 45, 4E, 54, 49, 46, 49 

1038 DATA 45,44,00,4E,4F,20,43,48 

1039 DATA 45,43,4B,53,55,4D,00,C8 

1040 DATA B1,3D,D0,FB,98,30,04,C9 

1041 DATA 06, 30, IE, 88, 88, 88, 88, 88 

1042 DATA B1,3D,C9,27,D0,13,A9,00 

1043 DATA 9I,3D,C8,A2,00,B1,3D,9D 

1044 DATA 00,0B,C8,E8,E0,04,D0,F5 

1045 DATA 60,4C,5C,15,4C,C5,14,A0 

1046 DATA 09, A9, 00, 99, 06, 13, 80, 00 

1047 DATA 0B,88,10,F7,A9,80,85,FD 

1048 DATA A0,00,20,3F,14,20,AE,14 

1049 DATA 20,00,43,84 , FA, A0,FF, 20 

1050 DATA 67,13,F0,D8,24,FD,F0,06 

1051 DATA 20,8F, 13,4C,8F, 14,C9, 22 

1052 DATA 00, 06, 20, 74, 13, 40, 8F, 14 

1053 DATA 20,9F,13,4C,8F,14 ,A0,00 

1054 DATA 89,00,02, 20,58,13, €8,90 

1055 DATA 0A,18,6D,0A,13,8D,0A,13 

1056 DATA 4C,B0,14,88,60,18,AD,0C 

1057 DATA 13,69,41,8D,0C, 13,3a,AD 

1058 DATA 0D,13,E9,19,90,06,8D,0D 

1059 DATA 13, 4C,CF, 14, AD, 00,13,69 

1060 DATA 41, 80,00,13, AD, 06, 13, 60 

1061 DATA 08, 13,48,AD,07, 13,60,09 

1062 DATA 13, 80, 0F, 13, 68,60,08,13 

1063 DATA 8D,0E,13,AD,0F, 13,6D,0A 

1064 DATA 13, 80, 0F, 13, 38, E9, 19, 90 

1065 DATA 06,8D,0F,13,4C,05,15,AD 

1066 DATA 0F, 13, 69, 41, 80, 0F, 13, AD 

1067 DATA 0E,13,E9,19,90,06,8D,0E 

1068 DATA 13,4C,1A,15,AD,0E,13,69 

1069 DATA 41,8D,0E,13,A0,01,AD,0C 

1070 DATA 13,CD,00,0B,D0,20,C8,AD 

1071 DATA 00, 13, CD, 01, 08, D0, 17, C8 

1072 DATA AD,0E,13,CD,02,0B,D0,0E 

1073 DATA AD,0F,13,CD, 03,08,00, 06 

1074 DATA 20, 89, 15, A4, FA, 60, 98, 48 

1075 DATA 68,4C,AF,13,A9,04,4C,AF 

1076 DATA 13,A9,00,8D,00,FF,A9,20 

1077 DATA 8D, 00,04,80, 01, 04, A9, 09 

1078 DATA 8D, 05, D4,A9,0F, 80,18,04 

1079 DATA 60, 20, 61, 15, A9, 81, 20, 9C 

1080 DATA 15,A9,80,20,9C,15,4C,96 

1081 DATA 15, 20, 61, 15, A9, 11, 20, 9C 

1082 DATA 15,A9,10,20,9C,15,A9,00 

1083 DATA 80,04,04 ,60, 80,04,04, A2 

1084 DATA 70,A0,00,88,D0,FO,CA,D0 

1085 DATA FA, 60, END 



iND 



COMMODORE MAGAZINE 127 



Programming/ Graphbusters! 



ADVERTISERS INDEX" 



Continued from page 86 
1240 GET A$'BCGA 

IF A$=""THEN 1240 'DGQD 

IF A$="Y"THEN 150'DFGE 

PRINT" [CLEARITHANK YOU FOR 

PLAYING. ":STOP'CBGK 

PRINT" [CLEAR] ":PRINT TAB{14); 

"GRAPHBUSTERS! " 'DFAK 

PRINT: PRINT TAB (13} ; 

"BY ROBERT ROSSA"'DFVL 

PRINT 'BACV 

PRINT"EACH TIME YOU MOVE, 
THE EDGE YOU"'BAGG 

PRINT"USED DISAPPEARS. [SPACE21 

YOU WIN IF YOUR"'BAKH 

PRINT" OPPONENT CAN'T MOVE. 

[SPACE21M0VE NUMBERS" ' BAFI 

PRINT"ARE AS SHOWN: "'BAZE 

PRINT 'BACB 

PRINT TAB (17), -"7 1"'GEBE 

PRINT TAB(17);" [SHFT M,SHFT -, 

SHFT N] "'CEMH 

PRINT TAB (17 ); "6 [SHFT C,SHFT W, 

SHFT C] 2" 'CEJI 

PRINT TAB (17);" [SHFT N,SHFT -, 

SHFT M] "'CEMJ 

PRINT TABtl7);"5 4 3"'CEFY 

PRINT 'BACX 

PRINT"PRESS G TO GIVE UP."'BAGE 

PRINT"PRESS A KEY TO START" 'BARG 
1440 GET A$:IF A$=""THEN 1440 'EJGF 
14 50 RETURN 'BAQC '"EM 
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Programming/ Boggling 

Continued from page 94 

RVS,SPACE2,CMDR *,RVOFF] "," [RVS] 
[RVOFF,SHFT POUND, CMDR *,RVS] 

[RVOFF] "'BEVP 
1050 REM ****** 36-40'BLHA 
1055 DATA "[RVS] [RVOFF, SPACE2 , 

SHFT POUND] "," [RVS] [RVOFF] [RVS] 
[RVOFF, SHFT POUND] "," [SPACE4] ", 

"[SPACE4] "," [SPACE4] " ' BEG J 
1060 REM A B C D E'BFVA 

1065 DATA 1,2,3,2,2, 4,2,4,2,5, 1,2, 

6,2,7, 4,2,2,2,5, 3,6,3,6, 

3 'BYNN 
1070 REM F G H I J'BFVB 
1075 DATA 3,6,3,6,6, 1,6,21,2,7, 2,2, 

3,2,2, 3,8,8,8,3, 9,9,9,2, 

7'BAAO 
1080 REM K L M N O'BFQD 
1085 DATA 10,11,12,13,14,6,6,6,6,3,15, 

16,17,2,2,18,19,20,21,22,1,2,2,2, 

7 ' BMWS 
1090 REM P Q R S T'BFPE 
1095 DATA 4,2,5,6,6, 1,2,2,10,23, 4,2, 

5,13,14, 1,6,34,9,7, 3,8,8,8, 

8 'BEKR 
1100 REM U V W X Y'BFPV 
1105 DATA 2,2,2,2,7,2,2,2,24,25,2,2, 

29,35,28,15,24,26,27,28,15,24,25, 

8,8 'BMEL 
1110 DATA 3,30,31,32,3'BMVW 1*0 
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Advertiser 


Response 
No. 


Page 
Ho. 


Adams Software 


1 


107 


BerkelGV Solfworks 


2 


40,4T 


Braniford Educoiionol Services 


* 


99 


Briwall 


3 


54,55 


Cinamoware 


* 


C4 


CompuServe 


4 


45 


Compuler Book Club 


5 


89 


Computer Direct (Pratecto) 


6 


122,123 


Data East 


7 


47 


Discovery Software 


6 


39 



Epyx 



9 02,13,15,17,19. 

21,23,25,26.27, 

56,59 



Finoncioi Services Marketing 


to 


91 


First Row Softwore 


11 


35 


Gamestar 


)2 


C3 


Konami 


13 


36 


Loadstar 


14 


1 


l^astertronics 


15 


43 


tvlicroillusions 


16 


29 


MicroProse 


17 


11 


Montgomery Grant 


18 


85 


New Line Video 


19 


57 


NRI/McGrow Hiii 


. 


81 


Origin Systems 


20 


9,63 


Precision Software 


21 


51 


Quantum Computer Service 


22 


48,49 


RCft Direct 


• 


33 


Soflwore Etc. 


23 


53 


Strategic Simulations 


24 


2 


SubLogic Corporation 


25 


109 


Superior Microsystems 


26 


115 


Taito 


27 


30,31 


Tussey Computer Products 


28 


5,6,7 


Xetec 


29 


61 



*No Reader l?esponse Nimber given ot Advertiser's Request. 
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GAMESTAR WRESTLING FEDERATION HIGHLIGHTS 



f /flfense f- or2-player tag team action 
lets you thrash computer challengers 
or bust up your buddies - with pain- 
mfScting ease! 



t Each GWF maniac has his own mean 
set of merciless moves - Pile Drivers, 
Airplane Spins, Gat Busters, 
and morel 



HOIK TOOHOIH: Vitil ^ovrnMiltr nr call S00-227SX0 fardiitct Visa/MaittiCard unlfn. 

Dirtcl prict if SiSSS for thii Cnmmodofe M/Uf vatikn. A shippinf and liandlmg charga bI U.SO appliti to all direct oidars. 

Stitt tax tvill baaddtdto ardan in CalHomia and Taxai, 



f Win the GWF championship belt, then 
strut your stuff around the ring so the 
chiclis can checic you out! 



Ctmssdwt ({ nnnu Jtem, Stmttliu h4 Mi Ptim in IMMoti tl Smutu, C«mMd9it M/m j» n^ltitd trtdiiniria el CwnniAn (hctmnki Ihii IW. 




NOW PLAYING AT A SOFTWARE DEALER NEAR YOU 



